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Coping With COMPUTIST 



Weicome to COMPUTIST, a pubiication 
devoted to the serious user of Apple ][ and 
Apple ][ compatible computers. Our magazine 
contains information you are not likely to find 
in any of the other major Journals dedicated to 
the Apple market. 

New readers are advised to read this page 
carefully to avoid frustration when attempting 
to follow a soltkey or when entering the 
programs printed in this issue. 

■ What Is A Softkey Anyway? Sofikey is 
a term which we coined to describe a procedure 
that removes, or at least circumvents, any copy- 
protection on a particular disk. Once a softkey 
procedure has been performed, the resulting 
disk can usually be copied by the use of Apple's 
COPYA program (on the DOS 3,3 System 
Master Disk). 

■ C!ommands And Controls: Tn any article 
appearing in COMPUTIST, coiiunands which 
a reader is required to perform are set apart by 
being in bolUface and indented: 

PR#6 



The iFtETURnl Jtey must be pressed at the end of 
every such command unless otherwise 
specified. 
Control characters are specially boxed: 



Press B], NeAt, place one finger ou [ctrl| 
and press [E- Remember to enter this 
command line by pressing [retuhh ! . 

■ Requirements: COMPUTIST programs 
and softkey s require one of the Apple ][ series 
of computers and a disk drive with DOS 3.3. 
These and other special needs are listed at the 
beginning of the article under "Requiremenis". 

■ Software Recommendations: 

1) Applesoji Program Editor such as Global 
Program Line Editor (GPLE). 

2) Sector Editor such as DiskEdit (from the 
Book of Softkeys vol I) or ZAP from Bag of 
Tricks. 

3} Disk Search Utility such as The 
Inspector. The CIA or The CORE Disk 
Searcher (from the Book of Softkeys vol □). 

4} Assembler such as the S-C Assembler 
from S-C software or Merlin^ig Mac. 

5} Bit Copy Program such as Copy If Plus, 
Locksmith or The Essentia! Data Duplicator 

6} Text Editor (that produces normal 
sequential text files) such as Apple writer II, 
Magic Window n or .Screenwriter II. 

COPYA. FID and MUFHN from the DOS 
3.3 System Master Di.sii are also usefiil, 

■ Super lOB; This powerful deprotection 
utility (COMPUTIST 32) and its various 
controllers are used in many softkeys. This 
utility is now availafaie on each Super lOB 
Collection disk 

■ RESET Into The Monitor: Softkeys 
occasionally require the user lo stop the 
execution of a copy -protected program and 
directly enter the Apple's system monitor. 
Check the following list to see what hardware 
you will need to obtain this ability. 



Apple ][ Plus - Apple //e - Apple compatibles: 
i) Place an Integer BASIC ROM card in one 
of die Apple slots- 2) Use a non-maskable 
interrupt (NMI) card such as Replay or 
Wildcard. 

Apple Jf Plus - Apple compatibles: 1) Install 
an F8 ROM with a modified RESHT vector on 
the computer's motherboard as detailed in the 
"Modified ROM's" article {COMPUTIST 6 
or Book Of Softkeys UI) or the ' 'Dual ROM's" 
ariiclc (COMPUTIST 19). 

Apple lie - Apple Ik: Install a modified CD 
ROM on the computer's motherboard. Cutting 
Edge Ent. (Box 43234 Ren Cen ,Station-HC; 
Detroit, MI 48243) sells a hardware device 
that will give you this important ability but it 
will void an Apple //c warranty. 

B Keeommended Literature: The Apple ]1 
Reference Manual and DOS 3.3 manual are 
musts for any serious Apple user. Other helpful 
hooks include; Bencaik Apple DOS. Don Worth 
and Pietcr Lcchncr, Quality Software; Assembly 
f^ngttagc For Ttie Applesoft Programmer, Roy 
Meyers and C,W, hinley, Addison Wesley; and 
Wluit'x Wherein Tlt^ Apple, Williain I.uhert, 
Micro Ink. 

■ Keying In Applesoft Programs: BASIC 

programs are printed in COMPUTIST in a 
format that is designed to minimize errors for 
readers who key in these programs. If you type: 

HIHOME:RE[VIC!.E.4R .SCREEN 
The LIST will look like: 

m HOME : REM CLEAR SCREEN 

because Applesoft inserts spaces into a program 
listing before and after every command word 
or mathematical operator. These spaces usually 
don't pose a problem except in line numbers 
which contain REM or DATA cornmands. 
There are two types of spaces: those that have 
to he keyed and those that don't. Spaces that 
must be keyed in appear in COMPUTIS'l' as 
delta characters ("^ ), All other spaces are there 
for easier reading. NOTE: If you want your 
checksum,'; (See "Computing Checksums" 
section) to match up, you must only key in 
(* ) spaces after DATA statements. 

■ Keying In Hexdumps: Machine language 
programs are printed in COMPUTIST as both 
source code and hexdumps. Hexdumps are the 
shortest and easiest format to type in. Vou must 
first enter the monitor: 

CALL -151 

Key in the hexdump exactly as it appears in 
the magazine, ignoring the four-digit checksum 
at the end of each line (a ".?" and four digits). 
A beep means you have typed something that 
the monitor didn't understand and must, 
therefore, retype that line. 

When finished, return to BASIC with: 

Eww3tj 

BSAVE the program with the correct filename, 
address and length parameters given in the 
article. 

■ Keying In Soiu-ce Code The source code 
is printed to help explain a progi^n's operation. 
To key it in, you will need the S-C Assembler. 



Without this assembler, you will have to 
translate pieces of the source code into 
something yrtur assembler will understand. A 
table of S-C Assembler directives appears in 
COMPUTIST 17. 

■ Computing Clieclcsums Checksums are 
four-digft hexadecimal numbers which tell if 
you keyed a program exacdy aii it appears in 
COMPUTIST. There are two types of 
checksums; one created by the CHECKBIN 
program (for machine language programs) and 
the odier created by the CHECKSOFT program 
(for BASIC programs). Both appeared in 
COMPUTIST 1 and The Best of Hardcore 
Computing, An update to CHECKSOFF 
appeared in COMPUTIST 18. If the published 
checkstmis do not match those created by your 
computer, then you typed the program 
incorrecdy. The line where the first checksum 
differs has an error. 

■ CHECKSOFT Instructions: 

LOAD filename 
BRIINCHECKSOFT 



Get the check.sums with: & |BET[jhw| and correct 
the program where the checksums differ. 
■ CHECKBIN Instructions: 

CALL -151 

BLOAD pragrani filename 

Install CHECKBIN at an out of the way place 

BttUN CIIECKBIN,A$«HW 

Get the checksums by typing the starting 
address, a peri od and ending address of the file 
followed by a ES JREturnI , 

XXX. XXX IB Yl 

Correct the lines 3t which the checksums differ. 



-i 



You have a LEGAL RIGHT 
to an unlocked backup copy 

Our edttorifil policy Ib that we da NOT condgne 
software piracy, t^ut we do bQileve that u»f8 are entitled 
to backup commercial d[sk« Ihay have purchaseff. In 
addition to tK« »«cuHty oi $ b«<^kup dUh, th« r«movol 
of copy-protection gives the ueer the option of 
nHidirying programs to meet his or her needs^ 

Furthermofe, the copyright law« guaramw your 
dgtil 10 such a DEPRQTECTED backup copy: 

,.."lt is not an inhingcmfint for the muKT oj i cop3' of ^ 

CLunpuliT |]Tu^rdii] lu nidkx ur btudiofiy^c Uii: Eiiiikiug uj uutjUici 
ctipy \n adnpiniiim ui ihut izompuLi^r prci^FEun pniviJE^d: 

] } ihat aucti a- ckw cx^ or tbdapwiion is creoEcd ss qi^ e^Tiuol 
ivtcp in thE utilization ofihf j^omputer program in cnnJimcEJon wtdi 
1 niaciiin? and tbat it ij u^od in no cither manner, or 

2) LhaE ^hUch laew cop) oi ad^ptaliiTii is fge archival purpcee^ 
L3]]]^ HTui EJml nil jtutiiivul LtipiuK iifE JchtT'iiycd III ihe event ihiil 
wmtiniiftd fMjisfSiifm nf the i-'amp^iEer pro^rnm ilioiild ceflsf lo 
be rightful. 

Any ciai.1 copic.^ pfcparcd in accordance with ihc pfovisions 
of thiii ^eciJon ni3>i be k^, ^d, cr othtrwi^ tran^rerred, iiloc^ 
with) the cop)' frcmi ^liich wch oipie^ m:re pfcparcd, tinly a^ purl 
uE Ific Jeartc, saEr, ^ir nthcr tnin?ifer vi{ a\\ rightt in the prrigninT 

AdapraibM so prepared may be rransferred only with ih^ 
SLiihtiraatiiLui of the copynghs awner." 

United Staits Oxit titU n. yi7 (17 U^ il?} 



You asked for it... 



A Disk- Magazine Combo Subscriptionl 



We now have a combination library disl^ & first-ciass i 
subscription rate to save you even more. With this new COMBO' 1 
subscription, you will receive each monthly issue AND its 
corresponding disk for as much as 43% off the individual rate. 

COMBO subscriptions are mailed First Class. AIND, you can UPGRADE to this new offer. 



OLD MEWS: 

COMPUTISTs 

annual 
subscription 
rate has 

D. 

Old Rates: 

U, S. Domestic $40 per year 
V. S, Finst Class $4S per year 
Canada and Mexico $68 per year 
All other foreign $120 per year 



Yes I want to subf.cribe. Enc-!uscd arc U.S. Funds Cdrawn on a U.S. bank) 
for a 12 is.sue sub.scription. 

D New Subscriber 'd Please renew my subscription 

n U.S. $32 r U.S. First Class/Canada/Mexico $45 J Other Foreisn S75 

Combination magazine and conespmidiug disk subscript Ions; 

□ U.S./Caiiada/Mexko $100 J Other Foreign $140 

To upgrade ynitr siihsaiption m a combo siihsrnpiiDn. li.S /Onwdti/MaxUv send $5iS0 
per rema'm'mg isMie. Oiher Foreign seiitl $6,50 pt-r tviiiuitiin); /.v.vwf . 



Namei 



_ID#_ 



Addresii 



Ciiy 



-Slate 



Zip 



Cojjiili \ 



Phone . 



£.<{?. 



Sicnatiirc 



.CP40 



U.S. FundN druwn on U.S. bank. Subscription will not commence uniil I'unds iirc 
received. .Seiift orders to: COMPUTIST PO Box I lOWft-T Licomw. WA 9841 1 



EXPIRED? 

Keep your subscription 
iiLIVE! 

Check your mailing label to .see if you need to renew 
vour subscription. And if you think you migln lorget 
when ihe lime arrives, renew right now. Just use this 
order blank. Remember, late renewals cannot be back 
dated . 



. 1 -- 



if you're moving 

Let Its know at least 30 days in advance so that you won't tTii.ss 
a single issue. Just write yotir new address on the order form above, 
and your old addre.s.s below (or include your present adtircss label), 

■ Issues missed due to uoii-reteipl ot Change-oi -.'Address may be acquired at the 
regular back-issue rates. Plea.se remember, the Po.st Ofl'iecdocs not Ibrward third 
class niai] unless requested. 

■ COMPUTIST is not responsible for replacing issues lost wWle forwarding order 
is in effect. 



Name 



jn#_ 



Address 
City 



State 



Zip 



Count rv 



Phone . 



L 



Neil' Version, Improved and Easier to use! 



<£ 



to the Senior PROm! 

version 3.0 

R complete set of utilities 
in ROM to examine, modify, 



"TJ^ 



Senior 
Prom 






For 



and backup your Rpple //e, tit softmare! 

The Senior PROM is a hardware device with Machine 
language utilities instantly available from any progruni: 

■ Enter the Monitor to examine or change memory. 

■ Display where in memory a program was running. 
• Disassemble, view or save AJNY memory. 

" Instantly .■switch between two diffCTcnl 64k programs, 

■ Initialize and copy disks without booting DOS first, 

- Edit, search, and examine disks witliout booting DOS. 

All utilities in ROM & instantly available at any time! 
Sophisticated Sector Editor & Memory/Disk Detective. 
Also, a program may be inlciruptcd to examine or alter 
memory, & then restarted, or saved to disk & restaned. 
Includes many Machine Language utilities sm;h as Step 
and Trace, an Assembler, and more. Undetectable by 
any software or hardware, doesn't use a peripheral slot. 
Extensive documentation and guide to copy protection. 
Economically priced at $79.95 for prepaid orders with 
check or money order. Credit card orders available for 
$88.95, Sr^ecifV //c, or //c Standard or Enhanced ROMs . 

y 
m 



Imimr 



order* call 317-743-4041, 10-5 E.S.T. 

Qf- 313~3^3-2SS4 Modem 24 Kry, waT inT«n<l«d f»h iik^oi ui<. 



Cutting ^dge^nterprises 

43234c Ren Cen Station^ Detroit, Ml 48243 



Save On Softivare 


'^CAfKiK^Hdtd ^ff4X^«'!t.f Sa^-tf!^- 






IJ Beneath Apple DOS (Book) 




516.00 


U Beneath Apple Pro DOS (Book) 




$16.00 


U Global Program Line Editor 




Sis. 25 


D Magic Window // (specify || or //e) 


$106.00 


LI Bag of Tricks 11 




$39.75 








□ Donald Duck's Playground 




$24.™ 


D Beyond Castle Wolfenslein 




$24.50 


[J Silent Service 




$27.75 


n Swaslibueklcr 




$1.V00 


D Mychc.'^.s 11 




$13,00 


Zl Ghost busters 




$32.00 


~l Wizardry 




$39.75 


1 Newsroom 




$47.75 


'•''^'^Shipping & Handling (per order) 




.$3.00 


^Foreign orders, please inquire as to correct shipp 


ing fee-s. 


Nwme 


in# 




Address 




ritv .SratR 


Zip 




Coimirv Phime 






^^ 2^ 


Pxp 




Sit" nam re 




CP4f) 


To order, complete order form 


and mail to: 


COMPUTIST PC Bon 1 10937-SOS 


Tacoma. WA9841I 


Offer good while stipplies last. Washington residents add 7.8% sales tax. 



Tfie Book Of Sofxkeys 

Volumes I and 11 

Legends tell of the days wheti the aticient back issttes of Hardcore COi^FUTIST were readily available fo 
anyone who wished to purchase them. Those days may be long since past, bttl the information contained in 
these ancient documents has been diligently transcribed to the pages of a modern reference work: The Book 
Of Softkeys. 

from deep within the COMPLITIST archives Comes a collection ot softkeys originally contained in issues 
1 through 5 and 6 through 10 (B.O.S. Volumes I and II respectively), The two volumes also contain some of 
the more useful programs and tutorials presented in those early issues. The books make ^n economical 
alternative to those rare (and unavailable) back issues of Hardcore COI^FUTIST. 



Volume II: Issues 6-10 ($17.95) Volume I: Issues 1-5 ($12.95) 



contains sotikeys fnr: Apple Cider Spider Apple Logo | Areude 
Machine i I'he Arti.'^t | Bank Street Writer | Cannonball Blitz | Canyon 
Climher | Caverns of Freitag | Cmsh, Critmhle & CMoiiip ; Data Factory 
.S.0 I DB Master | The Pienion*ary | Es.semial Data Duplicaiorl iS Ill'i 
Gold Rush I Krell Logo | Legacy of Llylgamyn | Mask Of The Sun | Minii 
Man I Muu.sii.aUat;k | Music Construction Set I Oil's Well | Pandora's 
Box I Robot ron I Sammy l.ighlfool | .Screenw liter 11 v2.2 | Sensible 
Speller 4.0. 4.0c. 4, ie | the Spy Strikes tiack | 'time Zone vl .1 | Visible 
Computer: 6503 | Visidex | Visitenn | Za\.\on | Haydea Software | Sierra 
Online Software | PLUS the complete listing o1' the ultimate cracking 
program... Super lOB 1.5 j. and more! 



contains .softkeys for: Akalabcth | Anipcmiagie | Apple Galaxian | Aztec 
Bag of Tricks I Bill Budge's Trilogy i Wvns/^rd Bait | Cannonhall Blitz 
Casino I Data Reporter | Deadline | Disk Organizer 11 | Egbert II 
Communications Disk I Hard Hat Mack | Home Accountant | 
Ho me word | Lancaster | Magic Window 11 | Multi-disk Cittalog | 
Multiplan | Pest Patrol | Prisoner II | .Sammy l.ightfoot | Screenwriter 
11 I Sneakers | Spy's Demise | Starcross | Suspended | Ultima II 
Visifilc I Visiplot i Visitrcnd | Witness I Wizardry I Zork 1 | Zork II 
Zork III I PLUS how-to aniclcs and program listings of need-lo-liave 
programs used to make unprotected backups. 



To Order: Send $17,95 + Shipping and Handling for Volume 11 and/or $12.95 + S&H for Volume I. Shipping and handling is $2 00 
per book for US orders. S5.00 per book for foreign orders. U.S. funds drawn on U.S. banks only. Washington State orders add 7.8% 
sales tax. Send your orders to: SoftKtj Publishing, PO Box 110937-BK, Tacoma, WA 98411 
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This month 's tover: 

Graphics from Activwon's "Lille Campuier fnopU^. " 

Aodresa all advertising inquiries 10 COMPUTIiJT, Advartfsin^ 
Dapartment, PO Box 1108)6, Tacoma, WA 98411. Malt 
manuscrlpte or rfifluesta (of Wrilor's Gulries in COMPUTIST PO 
BoK 110H46-K, Taftoma, WA 98411. 

Uneollcltad manuecriptg are assumncj lo ba siii^miited for 
publlcalian at Gur^lanrfBrd rrileg of paymem. SoftKey publishing 
prirchasas fill and evclusive rig his. For mor* infornialion on 
aufimitling manuacripts, consult our writer's guide. 

ErttirB contonls copyflghi 1966 By SoWsy Publishing. All 
righta rsseived. Copying tltjne (or other than personal or InlemBl 
retBrancB (without express writter) permission from Ihs pubtlBher) 
IS prohibited. 

The ealiorlal staff assumes no HaEjilrly or lesponsibiiity for the 
products advertised m Ihs magazine. Any opintoriB expressod 
by tbe autholE are not naeessarily Ihoao of COMPUTIST 
ttiayazina or SoftKny Piiblsghing 

COMPUTIST will replace luisl hstuEis for 6D days following the 
publication date. Wt^ uaniiot be held responsible lor m^ii loss 
beyond fiO days. 

Apple usually deters to an Apple J[ eompuBi and is a tiadamarlf 
of Apple CunipulQrSi Inc. 

SUBSCRIPTIONS: Rat93 (for 12 issues): U.S. S32. U.S Ist 
Clasa. Canada & Muxiuu £46, Farsign ST5. Direct Inquiries to' 
COMPUTIST, Subjcilptlon Department, PO Box l)OS46-T, 
Tacomo. WA 91411 

DOMESTIC DEAUn RATES r Call {?08) 474-S750 (or mora 
informarinn 

Change Of Address: Please billow 4 weeks for change of 
address lu l^iks effoEl. On postal form 3fi76 supply your n^w 
addross and ynur mo9l r&csn( addr^sa^iatiel. issues missed due 
to rton-recaipt of change ot address 'may bs acquired at the 
regular back issue rate. 



Publlstici'flLdiUir: Charles R. KaiehL MaDaitiig Editor: Ray nrarrsli 

Twbnitiil Editwt RotKrt Knowks Circutation: Dsbbie Holfoway 

Advertisfns: (206) 474-S750 Mntlne! Valco Crupkics lac., .^ottlo, WA 

COMPUTIST is iMiWijitwii imnihly by SoflKcy Pabllshing, SS35 S. Washiiisloii, Tacujia. WA 98409 

PhoMl (206) 474 57.™ 

// Adventure Writer 

by Jim S. Mart 

(B Mychess II 

by haac dp. Pig 

f4 Raster Blaster 

by Glenn Jones 



teaiiJtfiBQz 

to The Disk Space You Didn't Know You Had 

In this article, we explore puning as much on your commercial software disks as inhumanly 
possible, by Phil Goelz 

S3 Taking the Wiz out of Wizardry 

The secrets of how Wizardry stores characier infonnation arc revealed, by Rob Hall 

26 Adding a printer card driver to Newsroom 

This is part I of a two pan series. In this installmeiu, we show how to add a customized 
printer card driver to Newsroom, by Jerry Lewis 



t6 The Games of 1986 in review part I 

In this pan, we review the tnost popular arcade jjames of last year. /;)■ Jeff HurlbuH 

/ Cranston Manor 

by l^wis Clark 

7 Ghostbusters % The Designers Pencil 

by Jean Michel George 

^ E-Z Learner 

by Keith Duff 

E The American Challenge 

by Larry Rando 

^ Crime Wave 

by Danny Follak ' . . • 

V Encyclopedia Britannica programs 

by Jim S. Hurl 

4 Input 



Please address letters to: 

COMPUTIST 

Editorial Department 

PO Box 110S4e-K 

Tacoma. WA 98411 



Include your name, address and 
phone number. 

Correspondence appearing in the 
INPUT section may be edited for 
clarity and space requirements. In 
addition, because of the great 
number of letters that we receive and 
the small size of our staff, a response 
to each letter is not guaranteed. 

Our technical staff is available for 
phone calls between 1:30 pm and 
4:30 pm (PST) on Tuesdays and 
Thursdays only. 

Opinions expressed are not 
necessarily those of COMPUTIST or 
SoftKey Publishing. 



lie Drive Adjustment 

I want to thank the person who sent in the 
letter concerning ttie adjustment of the internal 
disk drive on the Apple //c. I was having 
problems copying some disks dial required 
decreasing the speed of the drive. Tlteu 1 read 
the artiele in COMPUTIST No. 32. I adjusted 
the drive while using the "Ctieck Drive Speed" 
with Echo Plus. 

I would like to know if unybody has 

information on how to adju.'st the external drive 

tnade by Apple for Uie Apple //c. Could 

someone please give me information on this? 

Jeffrey Whitman 

Tewksbury, MA 



Another Pirate Speaks 

This eoneems the letter from The Chemist 
concerning the Piracy Rebuttal Rebuttal. I 
understand contpletely there is no reason to 
spend $40.00 or more for a ware. There is no 
disk worth tliat much. I would have to get a 
bank loan to pay hack all the wares I have 
accumulated throughout the years. 



1 have been a subscriber for almost 2 years 
and been very happy , 1 also have every issue, 
COMPUTIST is the best Apple magazine ever! 
The Chemist talks about paying 40 dollars tor 
software, and he thinks that's bad. Did he ever 
tiiiiik about this magazine, 40 dollars a year! 

The good side of COMPUTIST is that il 
helpsi me team more techniques that other 
people use on breaking wares, but then the 
$40.00 1 don't like! 1 said at the bcgtnning there 
is no disk worth 40 dollars, well tJiei'e is no 
magazine worth more than 25 dollars a year) 

P.S. Hardcore COMPUTIST is still the 
BEST computer magazine even if it costs an 
arm and a leg to get it. 

The Hood has spoken! 
Lacrosse, WI 

Mr. Hood; We agree with you that 40 dollars 
a year i.i loo much for COMPUTIST. Thai is 
why starting with COMPUTIST No. 56. we have 
lowered the subscription lo 32 dollars per year. 



Keyperfect Softkey 

Like COMPUTIST, Nibble magazine has a 
checksum program to find errors in programs 
typed from the magazine. Unlike 
COMPUTIST, Nibble charges S29,95 for the 
program. 

Not only that, but the program is protected, 
altliough the default setting for the Copy ][ Plus 
nibble copier copies it easily. The protection 
is still a nuisance however, because 1 like to 
have a number of utilities together on one disk 
(lately on liard drive) rather than having to boot 
a seperate disk for each operation desired. 

It is fairly easy to remove the protection. The 
following procedure describes how to do it. 
You'll need a sector editor. 

1) Copy the Kcypcrtcct disk. COPYA will barf 
on track .1i22 but we're only interested in the 
first half of the disk anyway. 

2) Search the di.sk for the string "AD 30 RF 
8D 21 20 20 00 BF" I found the string at the 
beginning of track 07, sector 07, 

3) Change the string to "AD 30 BF 8D 21 20 
4C 13 20" 

4) Write the sector back to the disk. 

5) Use Copy ][ Plus utilities (or the !/c utilities, 
or the abominable ProDOS FILER) to copy the 
file KEYPERF.SYSTEM to the disk of your 
choice. 

For those of you who aren't familiar with it, 
the Copy ]f Plus disk is a bargain just for the 
utilites it contains, even if you never use the 
bit copy system. 



A surprising little program called ".ProDOS 
Diagnostic Wedge" which appeal^ in tlie July 
1986 issue of Call-A.P,P,L,E. made breaking 
Keyperfect much easier. The wedge displays 
on screen each call to the ProDOS Machine 
Language Interface and waits for a keypress. 
As Keyperfect booted. I could watch some 
legitimate-appearing openings and readmgs and 
closings of files. Then the wedge revealed a call 
from address $2009 to read block $117. 
Suspicion city. 

That')! all for now. 

Ann Onymous 
Santu BArbara, CA 

Dearest Ann; Thanks for the sofikcy. Did you 
know thai Keyperfect listings were used in the 
movie "Tfie Terminator" as diugrumx 
gene ruled in the mind of the robot ? You should 
check out this movie to see the Keyperfect 
listings and the Apple source code. In addition, 
I'm sure you will also enjoy Arnold's rippling 
muscle.^ in the movie. 



Senior PROM Service 

I've been a regular subscriber since Lssue No. 
4. 1 can't tell you how much 1 appreciate your 
publication. It's the only one I wait for each 
month. I. like so many of your readers, 
purchajie .software, then get really stearaed 
about having to send the software company an 
additional SI 0.00 to S20.00 for hack-up disks. 
Your magazine realty fills a need. 

I am writing this letter not only to 
compliment your magazine, but to let you know 
how happy I am with a product you advertise, 
and how helpful and supportive Cutting Edge 
Enterprises is to it's customers. 

For those who are not familiar witli the 
company. Cutting Edge Enterprises offers the 
Senior PROM, a firmware device that, along 
with many very useful functions, allows the 
Apple //e to reset into monitor at the flip of the 
switch, 

I did experience some difficulties with my 
Apple //e when the Settlor PROM wa.'; installed 
(T got garbage on my screen while using 
ApplcWritcr U and AppleWorks). I promptly 
contactKl Clay Hairell of Culling Edge 
Enterprises, explained the problem, and 
returned my Senior PROM for 
repair/ replacement. After fully testing the 
Senior PROM he couldn't find fault with it. He 
asked fur a detailed description of my computer 
semp, peripheral cards and switch settings, 
printer type, etc., and he asked for my 
AppleWriter 11 program. He wanted to 
duplicate my setup at his shop. 
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Once again, he couldn't find a problem in 
the Senior PROM and thcpught I may have a 
problem with ray extended KO column card. So, 
Clay Harrell sent an Apple //e exteaded 80 
column card through the mail to rae to see if 
that may cure the problem. Now if that isn't 
dealer support, I don't know what is. How 
many computer companies would be willing to 
send thai t.vp« of expensive item in the mail to 
basically, a complete stranger? 

As it turned out, when 1 had my Apple dealer 
install the Apple //e enhancement kit, he forgot 
to replace the Video ROM chip with the 
enhanced one. That was the problem!! rhe 
Senior PROM was fine all along, but 
noutiielesK, Cluy Harrell was so willing to go 
well beyond any definition of good customer 
service to help solve my problem. 

Cutting Edge Enterprises returned my 
Apple Writer program with my Senior PROM 
anci I returned the 80 column card to Cuttiitg 
Edge Enterprises along with my thanks to Mr. 
Harrell for all his efforts, 

1 do hope that you will take the time to 
publish this letter so that your readers can take 
advantage of the capabilities of the senior 
PROM and the super suppon Cutting Edge 
Enterprises offers it's customers. 

Mike Luker 
Mission Viejo, CA 



Some Softkeys 

Here are a few easy to do, step-by-step 
softkeys that could interest some people out 
there. 

Softkcy for; Trausend 11 

Requirements: 
COPYA 
A blank disk 
Transeiid C 

IJ Run COPYA 

2) At the first prompt, press EZtCl to break the 
program. 

CALL -151 
B925:i8 60 
B988;18 60 
•IDBFG 

5) Type "RUN" and copy the disk. 

6) Boot a normal DOS disk. 

7) Insert Transend (1. 

8) Type "MAXFILESl". ':'"• ' 

9} Type "BLOAD BUFFERED 
MODEM. WORK", 



10) Now type "CALL -151" and type in the 
following changes. 

8311:DE 
9DBFG 

11) Type "BSAVE BUFFERED 
MODEM.WORK,A$82M,L518A0" (this is to 
save your changes) 

You now have a COPYA version of 
Transend II! 

Softkey for: Einstein Compiler 

Requirements: 
COPYA 

A blank disk 
A sector editor 
Einstein Compiler 

1) Copy your original with COPYA 

2) Using a sector editor (EG. The Inspector) 
perform the following .sector edits on your 
freshly made backup. 

Track Sector Byte From To 



m 


SS4 


$2A 


$BD 


$4C 


$08 


$04 


$2B 


$8E 


$E2 


$08 


$04 


$2C 


$C0 


$91 



You should now have a COPYA version of 
Einstein compiler. 

Jerome Thelia 
Decorali, lA 



Dam Busters and Star Trek 

Now here is a couple of softkeys for Dum 
Busters and Star Trek (the Kobaya.shi 
alternative) vet. 1.1. 

Dam Busters 

Requirements: 

Blank Disk 

Dam Busters (Aecolade) 

COPYA 

Sector editor 

1) Copy original with COPYA or any fast 
copier. Ignore errors on tracks .'S21 and $22. 

2) Use your sector editor and make these 
changes 

Track Sector Byte From To 



$13 


m 


$2E 


$4C 


$EA 


$13 


m 


$2F 


$00 


$EA 


$13 


$0B 


$30 


$C6 


$EA 



Star Trek ver. 1.1 

Requirements: 

Blank disk (double sided) 

Star Trek ver, 1,1 (Simon & Schuster, Inc.) 

COPYA 

Sector editor 



1) Copy disk with COPYA or any fast copier. 
Both sides, 

2) Use your sector editor and make this change 
on side B 

Track Sector Byte From To 



$12 



S0E 



t3D $DB 



150 



That's it. 



That's all for now. Your magazine is Great! 

Steven Mood 
Paris, IL 



Small Softkey Blues 

I would like to voice a complaint to the 
readers regarding those very, very short 
softkeys. In several issues, I have seen 
deprotection procedures for various software 
packages, which consisted solely ot a sector edit 
list, some which only require that one byte be 
changed. Now 1 realize that not all of the 
readers who submit softkey procedures are 
machine language geniuses and hardware 
wiTiards who can recite the nuts and hohs of 
every copy protection scheme In existence. I 
certainly am not one, hut I would appreciate 
a liLiie insight as to what is going on. 

My case and point, re: Mou.se Desk softkey, 
COMPUTIST No, 32, page 9. 1 purchased 
Mouse Desk about five months ago to use in 
conjunction with my Ram Works card wliich is 
configured as a RAM disk. However, since it 
would reload Mouse Desk off of the disk 
whenever i quit an application program, I 
wanted to move Mouse Desk onto the 
RAMUJsk. It was then that 1 discovered the tact 
that it was protected . I have cilled VersionSoft 
and am waiting for a reply. Meanwhile, the 
Mouse Desk softkey came in with 
COMPUTIST No. 32, 1 tclt an initial wave of 
relief. The softkey looked simple enough, 
change byte $53, track $8C, sector $(M-, from 
DPI to F0. To my dismay, DO appears over 100 
limes on the disk, 6 times on track $0C and not 
at all in sector S04 of that track, 

it became apparent that ray version of Mouse 
Desk was different from the version used in the 
softkey. Thu.s it is possible for files to have 
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gotten shuffled around and program code 
relocated, but very unlikely that the gopy 
protcLlion scheme would be changed at all, so 
the sottkey should still work, but the change 
would huve lo be made at a different location. 
If the softkey had contained more information, 
specifically, a seaich pattern consisting of two 
or three bytes before and after the critical byte, 
then we wonld know instantly (upon a disk 
search) and conclusively , whether or nut the 
softkey will work for us. As of yet, I still have 
no clue as to how I can deprotect my copy of 
Mouse Desk. 

Come on guys, give us softkey rookies a 
break and help us out a little bit, okay? Thanks, 

Brian Chinn 
Seattle. WA 

Mr. Chinn; Wfi couldn't agree more. 



Time Zone Troubles 



I saw in COMPUTIST No. 3 1 , that you had 
a softkey for Time Zone ver. 1,1. The softkey 
defeats the nibble count alright, but apparently 
Mr. Pollack did not boUier to play the game, 
because every time you tried to take an object, 
the program would just tell you the object was 
theie and then print a deiicription of the room. 
The program must somehow clieck to see if the 
routine was bypassed or if the routine was 
altered. The bytes that were to be edited on disk 
are at memory location S8D9 in memory , but 
I could find no reference lo diis location so 1 
assume it uses nibble count checksums. Maybe 
someone could help willi Uiis problem. For 
those of you with Time Zone, here are a few 
APT's, 

1) Don't enter the courthouse in Philadelphia. 

2) Get the Boarding Pass for Columbus' ship 
for On Deck only, 

3) Wait at the Russian Castle. 

4) You cannot get the Bmerald from the 
Buddha. 

I have also discovered a way to cheat death 
on the Sierra On- Line adventures one through 
six. Anytime you die. press CONTROL- 
RESET and the progratu will print "Ouch!". 
Then go on playing the game. For example, in 
Time Zone, there is a buffalo herd stampeding 
toward you. After you are trampled, hit 
CONTROL-RESET and continue playing the 
game. 

Finally, I have one question, that I hope you 
can answer. A program 1 have has every track 
listed as track zero in the sector address 
information, thus Super lOB cannot copy it. 



Despite all my efforts at trying to ignore the 
track check, Ihave been unsuccessful. I would 
like to know if you or any of the readers can 
tell me how to tell the RWTS to ignore the 
track. Thanks for a great magaiitie! 

Christopher Dean 
Spring Hill. FL 
Mr. Dean: Don't wide rest! mate thi' power 
of Super lOB. The fottowing Super JOB 
controller will copy a disk with every track 
marked ii( &. It h a direct descendant of the 
controller for Rocky 's Boots appearing in 
COMPUTIST No. 14. Note that during the copy- 
procedure, the drive will recalibrate at the .nan 
of every read cycle. If the drive recalibrates 
during a read cycle, a bad copy will he 
produced. 

1000 REM ALL TRACKS ARE 

1010 TK ^ : ST = : LT = 34 :CD = HR : POKE 

48573 ,128 
1020 GOSUB 490 ;T1 = TK :TK = :CD = : GOSUB 

100 : GOSUB 80 ;S = - 128 ; GOSUB 130 
1025CD = RO ;S = TI * 2 : GOSUB 130 :S = 2 
103eTK = PH/2; GOSUB 430 :TK = : GOSUB 100 

:ST = ST + 1 ; I F ST < DOS THEN 1030 
1040 IF BF THEM 1060 
1050 ST = : GOSUB 130 : I F PH < LT * 2 THEN 

1030 
1060 GOSUB 490 ;TK = T1 .ST = 
1070 GOSUB 430 : GOSUB 100 :ST = ST+ 1 ; IF ST 

< DOS THEN 1070 
1080 ST = :TK = TK+ 1 ; IF BF = ANDTH < LT 

THEN 1070 
1090 IFTK<LT THEN 1020 
1100 HOME : PRINT ■■[)ONE° WITH' copy : END 



Coping with Copy Programs 

I started out with a copy of Locksmith 5, 
which did a fair job at best. Looking for the 
ultimate copy program a dealer recommended 
Copy ][ Plus, which turned out to t>e the best 
so far. Then I came across COMPUTIST on 
a magazine stand, which is the only way Lo go, 
I then ordered all the back issues. However, 
some programs refer to back issues that arc no 
longer available, especially volume 10 which 
I'm in need of. 1 received the Book of Softkey s 
vuluine 1 and had to wait a long time for the 
Book of Softkey s volume U to be compiled and 
finally received it. 

Reading in COMPUTIST No. S about copy 
programs. I decided to get EDD \\\. The 
program is good except for the problem of 
entering the parameters manually. That's not 
much of a problem until you run across 
programs that are hard to copy, It has been 
always the ca.se with me that it tells you to 



recopy cenain tracks if die program won't boot 
or run. Those tracks are the ones with ,i do^en 
parameters to enter manually over and over 
again just to find that the program still won't 
run! 

I noticed in COMPUTIST No. 30 a note 
from a reader about an article in the January 
issue of inCider about a program called Echo 
Plus. There was an address and a price 
($59.95). I ordered the program and in a short 
time I received a letter and my check back 
staling that I had lo add shipping and handling 
(S5.00). So I sent it. Shortly thereafter, I 
received ihe program. Talk about a 
disappointment! Hoping it would copy die 
programs that the other copy programs won't 
diis program won't cither, in fact, I tried to 
copy some programs that the other copy 
programs did and Echo Plus still could not. 
However, it did copy non-protected programs 
and some simple copy protected programs, I 
read the book thoroughly and tried every 
combination possible and still poor results. 
They stated in the letter that if it doesn't meet 
with my expectations witiiiii two weeks to remm 
it, so I did! . 

George Cawthorne 
Mt. Prospect, IL 



Another Softkey 

Here is a sofikey 1 have recently completed. 

Reader Rabbit 

1) Load the COPYA program, 
RUN COPYA 

2) Break the program and delete line 78. 

m 



70 

3} Enter the monitor and change B942 from 38 
to !8. 

CALL -151 
B942:18 

4) Run COPYA and copy the disk, 

ED 

RUN 

5) Format a disk. Use any name but HELLO 
as the boot file, 

6) Transfer all files from your copy to the 
formatted disk (I use Copy ]| Plus 5.0). 

7) Change the boot program to HELLO. 
(Again, 1 use Copy ]{ Plus.) 

All done! 

John Cotter 
Bay City. MI 



6 
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Lewis Clark's softkeyfor... 



Cranston Manor 



Sierra On -Line 

36575 Mudge Ranch Road 

Coarsegold. CA 9^614 

Requirements : 

Super lOB vl.5 

A blank disk 

BOOT 1 3 from DOS 3.3 System Master 

DOS 3.2's RWTS in a binary file 

Nibble copier and sector editor (optional) 

Cranaion Manor, published in 1981 by Sierra 
On-Line, is the third ganie of the "Hi-Res 
Adventure" series. The di.sk is protected by a 
nibble count, and the whole disk is readable 
under standard DOS 3.2 except track 0, .sector 
SA and track $18. Track $18 is used by the 
nibble count routine and contains no useful data, 
(f we circumvent the routine whidi checks track 
$18, wc would have a working copy of 
Cranston Manor. 

The nibble count routine of Cranston Manor 
starts at $9900 and is only executed once while 
booting up. It decodes itself before executing 
as shown here: 



9900- 


A0 00 


LOY #S00 


9902- 


A9 55 


IDA *S55 


9904^ 


59 BE 99 


EOR $990E,Y 


9907- 


99 0E 99 


STA S990E,y 


990A- 


88 


DEY 


990B- 


D0 F5 


BNE J0902 


S90O- 


EA 


NOP 



After the program has checked the nibble 
count, it will store a $60 at $990D and jump 
to $9900 to re-encode the subroutine before it 
returns. Since this routine is only for the 
purpose of protection and is not needed for the 
program itself, we could put a $60 a[ S900D 
on the disk, and then it will not execute the 
checking routine. 

Since this program has many shape tables, 
the program modified many subroutine.s inside 
of the DOS and RWTS. Theiefore the 
deprotected disk will be in the DOS 3.2 format 
rather than DOS 3,3. For die fu^st method I have 
given, you will need the DOS 3.2 RWTS in a 
binary file. 

1) [nstaU the Cranston Manor conlroller (notice 
the changes needed to tnake it work with DOS 
3,3) into Super lOB 1.5 and RUN it. Answer 
"Yes" to the format option, 

2) When Super lOB is finished with the disk, 
the nibble count routine will be removed. 



To run this Ahk, you need to BRUN 
BOOT 13 (from your DOS 3.3 System Master) 
and when the program asks for the slot number, 
pui in ihe disk we copied by Super lOB and 
press RETURN, Then the program will boot. 

The disk produced by this method is not 
friendly enough, since you always need to 
BRUN BOOTB first, and dien run the program 
(but you don't need a nibble copier either.) IF 
you wish to prevent having to do that, or can't 
find a DOS 3.2 disk to get the RWTS from, 
you can use the following method, 

1) Use a nibble copier to copy tracks S0-$22. 

2) Set your sector editor so that it reads and 
write.'; DOS 3.2 sectors and change track $IF. 
sector SB, byte $00 from SEA to S60. 

Now you have a working copy of Cranston 
Manor, and you may wish to store the original 
in a safe place, 

controller 

340 POKE 9984 + (AI - Tl ) * DOS * 256 + ABS 

(FAST * {DOS - 1 ) - A2 ) =^ ?55 + A3 

,A4 : NEXT : RETURN 
405 GOSUB 360 
610 PR* : INS : POKE 860 ,MB : POKE 861 ,LT 

; POKES62 ,LS ; POKE 900 ,00S-1 
1000 REM CRANSTON MANOR CONTROLLER 
1010 TK^0 :LT = 35 :ST = 12 :LS= 1? :CD = HR 

: FAST = 1 
1020 DOS = 13 :HB = 130 ; POKE 775 ,96 
1030 GOSUB 490 : GOSUB 610 
1040 IF PEEK [TRK ) > 32 AND IK < 33 THEN Tl = 

TK :TK = 3£ : GOSUB 310 :TK = T1 
1050 GOSUB 490 : GOSUB 610 
1060 TK = PEEK (TRK ) :ST = PEEK (SCT ) : IFTK 

< > LI THEN 1030 
1070 HOME [PRINT ■'COPYDONE" : END 
1080 DATA 1'' CHANGES .31 ,11 ,13 ,96 
10010 PRINT CHRS (4 ); "BLOAD' 

RffTS.13,AS190a" 

cuntruller checksums 



340 


- IA295 


1040 


- SAllC 


405 


- $E7CD 


1050 


- $1511 


610 


- $5032 


1060 


- S5D13 


1000 


- t0F36 


1070 


- $4641 


1010 


- (OEC0 


1080 


- S27E0 


1020 


- $B9DD 


10010 


- $790B 


1030 


- I709D 







i. 



Jean-Michel George's so f tkey for. 



Ghostbusters and 
The Designers Pencil 



Requirements; 

COPYA 

A sector editor 

Two blank disk sides 

The protection scheme is the same for the two 
programs. Only addresses, values, tracks and 
bytes change. On each disk, there are three 
protected tracks. The format of these tracks has 
been modified: the address field epilogue is 
changed, Yovi can see it very well widi a nibble 
editor. That's why COPYA can't read them. 
Normally, this epilogue is $DE A A EB; on 
these tracks, it is $DE xx EB (where %xx is a 
byte different from .?AA). The byte $xx is 
different on each track: 



Ghostbusters 


Track 


in 


$01 

$12 
J13 


SAB 
SBC 
SCO 


Dasigner's 


Penci 


Track 


$xx 


13 
$4 
J5 


I8B 
t9C 
SAD 



On Ghostbusters and Designer's Pencil, there 
is a routine that modifies RWTS to load those 
tracks and store the $xx bytes in memory at 
addresses .$0fl, Wl and $02. Then tliere's a 
jump to a decode routine that needs the correct 
$xx bytes. So, we have to modify it: whatever 
it finds, the right values will be used anyway. 

First, we have to modify RWTS to copy the 
whole disks with COPYA without checking the 
modified address field epilogue bytes. 

t) Boot a DOS 3,3 disk. Then enter the monitor 
and make the following changes: 

CALL-151 
B99C:EA EA 
3DeG 

2) RUN COPYA and copy die Ghostbusters 
and De.^igner's Pencil disks. Now your copies 
aie in DOS 3.3 foniiai, 

3> Bool your sector editor and make the 
following changes to Ghostbusters: 

Modify track $00 sector S0A 
Byte From To 



Acfivision 

P.O. Box 7287 

Mountain View, CA 94039 



$52 


SA5 


SA3 


$53 


$04 


$BC 


$59 


$A5 


SA9 


$5A 


$04 


SCO 


$AA 


SA5 


$A9 


JAB 


$04 


SAB 
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Write the sector back to the disk and you're 
done with Ghostbusters. 

4) Make the following changes to Designer's 
Pencil ; 

Modify track S00 sector $0A 
Byte Frain To 



dcprotect it, follow the instructions below. You 
will then have a COPYAable version of E-Z 
Learner. 



$3D 


J85 


SEA 


$3E 


$00 


SEA 


$5E 


lEE 


$20 


$5F 


$3E 


$A2 



While still working on track $0 sector SA, store 
ttie following bytes starting at byte $A2; 

A9 8B 85 00 A9 9C 85 01 A9 AD S5 02 60 

Write baek the sector. 

The routine you just put at byte $A2 of track 
$00 sector $0A of Designer's Pencil stores the 
right values in S0W, $01 and S02 locations. 

You now have COPYAable ver.sions of 
Ghosthusters and Designer's Pencil! 

This protection scheme is used in other 
Activision games such as Space Shuttle. So if 
you find some protected tracks like those, 
.<iearch for zero page ST As (ST A SOI) lo 
locations $00-$02 ($85 flC, $85 01 or $S5 92) 
wiih a disk searcher and you might fall on tlieir 
protection routine. Another hint: they use 
RWTS and an lOB tabic to load sectors, the 
same as in DOS 3.3. Good luck. 



.% 



Ketih Duff's softkey for. 



E-Z Learner 



Requirements: 

Apple 48K ][ Plus or better 
System Master disk 
A blank disk 

E-Z Learner is a very useful "flash card" 
program. With it, you can make up "flash 
card" like questions. After you have made up 
the questions and the answers, they will be 
reviewed by showing the question first. Then 
you are prompted for a keypress, after the 
keypress, you will be shown the answer. You 
tell the computer if you got the answer right 
or wrong. The wrong questions are reviewed 
over and over again until you get them correct. 

The protection used in this program was, us 
far as I could tell, an altered version of DOS, 
deleting or changing some commands. To 



Slep by Step 



1) Btjot your master disk. 
PR #6 

2) Remove your system master and format a 
blank disk. 

[MT E-Z LEARNER 

3) Boot the E-Z Learner disk and type |0£| 
to break into Applesoft BA SIC. T his may take 
a tew tries because pressing BCI too soon will 
reboot the disk. 

4) Replace the E-7. Learner disk in the drive 
with the disk you formatted in step 2. 

5) Save the program. 

SAVE E-Z LEARNER 

You may note that line 1 of this program is 
responsible for its ignoring of Applesoft 
commands and the Reset key. You may want 
to ret I to ve die offending code in it at your 
convience. The resulting line would read: 

1 B$= CHR$(13) + CHfiJ(4) : ONERR GOTO 169 



Larry Rando 's softkey for. 



The American 
Challenge 



Mindxcape, Inc. 

3444 Dundee Rd. 

Nurthbwiik. IL 6&&62 

Requirements: 

Super lOB 1 .5 
A sector editor 

The Anterican Challenge is a sailing 
simulation which has smooth 3D animated 
graphics. The program can be played with one 
or two players. In 2 player mode you play over 
a modem and race against each other as in real 
life. You have a variety of different courses to 
choose from and your choice of what type of 
boat; motor or sail. A match competition pits 
the top eight sailors against each other to win 
a trip to Perth, Australia, where the next 
America's Cup race will be held ill 1987. 



The Protection 

Examination of tlie disk reveals that the data 
and address epilogues were changed to FF FF. 
A copy could be made by disabling the RWTS' 
error checking and using COPY A, but a Super 
lOB controller programmed to read those 
particular markers is much more reliable (and 
faster). 

After making the copy and trying it out, the 
disk drive rebooted after just a tew seconds. 1 
suspected there hati to be a routine somewhere 
in the program that jumped to $C60O (the 
routine first executed when a disk is booted). 
So, I searched for this routine using the Copy 
C + 5.5 search function to look for the hytes 
4C 00 C6 (JMP SC60GI) on die disk. The bytes 
came up on track 0, sector $B, so I 
disassembled the sector to see if there was any 
thing that resembled protection code. Looking 
through the code that was executed before the 
SC600 on that sector 1 found the protection. It 
did a series of BNRs (Branch on result not zero) 
and BEQs (Branch on result zero) to a specific 
location in memory which happened to be one 
instruction above the JMP $C60O, The 
instruction it went to (DEC S50) was where tiie 
program crashed and jumped to $C60t). 1 
replaced the BEQs and BNEs to this location 
with EAs (no operation) so that it wouldn't 
branch to the protection, therefore skipping it 
and continuing with the normal load. I booted 
up with my moditications and the program 
worked, but just to be on the safe side t seai'ched 
for the instruetion{s) that accessed the DEC $50 
just in case it was somewhere else on the disk. 
Nothing turned up so track (S, sector SB was 
the only place cont.iining the protection code. 



The Procedure 

1) Put the controller at the end of this article 
into Super lOB and copy the American 
Challenge disk. 

2) Start up your favorite sector editor and make 
the following changes. 

Track $0, Sector JS; 
Byte From To 



124 


F0 67 


EAEA 


$29 


B0 62 


EA EA 


$2F 


D0 F! 


EA EA 


$39 


F0 52 


EA EA 


$47 


F0 44 


EAEA 


J54 


D0 37 


EA EA 


550 


D0 21: 


EA EA 


$6C 


F0 IF 


EA EA 


m 


D0 10 


EA EA 
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3) Write the sector back out. Now you have a 
cracked copy of American Challenge. Smooth 
sailing! 



controller 

1000 REM AMERICAN CHALLENGE 

1010 TK = IT = 35 :ST = 15 IS =15 :CO = WR 

:FAST = 1 
1020 GOSUB 170 : GOSUB 490 : GOSUB 610 
1030 GOSUB 230 : GOSUH 490 : GOSUB 610 : IF 

PEEK (TRK) =LT THEN 1050 
1040 TK = PEEK {TRK ) ;ST = PEEK (SCT ) : GOTO 

1020 
1050 HOME : PRINT "COPYDONE" : END 
5000 DATA 255 .255 ,255 ,255 



controller checksums 

1000 - S3560 1040 - $C10B 

1010 - $2544 1060 - S52C7 

1020 - SC219 5000 - S44E3 

1030 - SF780 



i 



Danny Pollak's softkey for. 



Crime Wave 



Requirements: 

Apple If Plus or equivalent 

Crime Wave 

An INTTializad disk 

1 Crime Wave is a game in which you, the 
politenian, drive around in your blue police 
cruiser patrolling the city streets. Your objecdve 
is to catch the bank robbers in the act or soon 
after they rob a bank. 

Crime Wave occupies tracks tlirough $1 ! 
with alleraaling address headers of D5 A A % 
and D4 A A 96. Both the address and data 
ending marks arc changed from DE AA to DA 
AA. The following is how I went about 
unlocking Crime Wave with a boot code trace. 

The first thing wc will do is load Bootl from 
track B sector of the Crime Wave disk. Do 
litis by entering the following: 

CALL-151 

( 96ee<c6»e.c7wnvi 

9(iFA'M 
' 9881 :4C 59 FF 

Bootl has now been loaded into page R of 
memory. Move it to $9800 and modify it bo that 
it loads Boot2 and then exits to the monitor. 



9824:90 

9827:98 

99e«:2C 81 C» 4C 59 FF 

96WG 

Boot2 has now been loaded ul $900. Move 
it up to $9900 and modify it by entering the 
following: 

9935:99 

9938:99 

9949:40 09 60 

6e»e:A9 2C 8D IB 01 A9 81 8D 

6»«8:1I 91 A9 CB 8D 12 01 A9 

6018:40 8D 13 91 A9 59 8D 14 

6018:01 A9 FF 8D 15 91 4C 76 07 

9609G 

The game should fuiish loading and then exit 
to the monitor. If it doesn't exit to the monitor, 
hit Reset and it will. Type in the following: 

23e0<80e.8J'FM 
2400<80«0.BDFFM 

Boot the initialized dt.';k and type in the 
following: 

CALL-151 
8«fl<23e0.23FFM 
7FD:29 00 23 

23»9:A9 90 81> F4 B7 A9 02 8D 
2308:EC B7 29 E3 03 20 D9 93 
2319:A2 99 A» b¥ 84 3E O 84 
2318:3C 84 42 BD 3C 23 85 43 
2320;E8 BU 3C 23 85 3D E8 BD 
2328:3C 23 85 3F E8 29 2C FE 
2330:E0 03 D0 UE A9 69 85 39 
2338:20 05 BD 69 80 24 61 

5C9E:DE 

SD3S:DE 

5D91:DE 

614E:EA EA 

BSAVE CRIME WAVE,AS7FD,Lii5A93 

Now you have a totally unprotected version 
of Crime Wave, The high scores will be saved 
on track 2 sector 4. ^ 

— a 

Jim S. Hart's sofjkey for,,. 



Encyclopaedia 
Britannica programs 



Here is a short softkey to dcprotcct the 
cduactional programs put out by Rncyclopaedia 
Britannica. Il has been successfully used on 
Verbs #1-3, Pronouns, and Nouns without any 
problem and should work on others in the 
series. For the curious aniong you, the disks 
have altered epilogues, a bad checksum here 
and there, and the nybble translate tables have 
been changed. The first POKE in line 1026 of 
the controller below takes care of the altered 
epilogues and checksums and the second l^OKE 
in line 1020 takes care of the changed translate 
table The POKEs in line 1030 reset the values 
back to normal for writing to the copy disk. 

Steps I 

1) INITialize the blank disk, preferably with 
a fast DOS, 

2) Install the controller listed below into Super 
lOB and copy the disk. Do not format the target 
disk. 

After the copy is made, boot it up. If you do 
not get a ' 'FILE NOT FOUND' ' error you are 
done. 

If you do get this error, look for a file with 
the name of BOOT or LOAD, This is the boot 
program name. Try again, INITializing the 
blank with the name of the boot program you 
found in,stead. Copy with Super lOB again and 
you win have a dcprotected copy of your 
Encyclopaedia Britannica program. No more 
long waits and replacement fees for backups to 
arrive in the mail! 



controller 

1 000 REM ENCYCLOPAED I A BR I TANN 1 CA 

1B10TK = 3 ;LT = 35 :ST = 15 :LS = 15 :CD = WR 

:FA5T=I 

1020 POKE 47426 ,24 : POKE 477B5 ,0 : GOSUB 
490 ; GOSUB 610 

1030 POKE 47425 ,&6 ; POKE 47786 ,170 : GOSUB 
499 ; GOSUB 610 : IF PEEK (TRK ) = LT THEN 

1050 

1040 TK = PEEK {TRK ) ;ST = PEEK (SCT ) : GOTO 
1023 

105.0 HOME : PRINT "COPY" DONE," , END 



controller checksums 



Requirements: jggg 
Super lOB 1.5 ig^g 
A blank disk for each original jgjj] 
A fast DOS such as Diversi-DOS (optional) 
A dislike for copy protection on eduactional 


- J356B 

- S2445 

- ICBB6 


1030 
1040 
1050 


- IFF50 

- S1103 

- IlflCS 
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The Disk Space 

You Didn't Know 
You Had 



by PhU Goetz 



Many people have a good deal of 
extra space which they don't even 
know about; tlie unused I racks on 
protected (or softkeyed) disks. In 
many cases, these tiaclts can be used 
for files while keeping the protected 
program on the other tracks. If you 
have private tUes (such as class 
grades) this is a simple way of tiiding 
them. Using these extra tracks 
involves three steps' determining 
which tracks are in use, initializing 
those that aren't, and writing a VTOC 
and catalog directory to track $11. 

Thi.s should only he done to nihhle 
copies of protected disks. Never 
initialize tracks on an original. Also, 
1 do not advise using this technitjuc 
on anything but games. You may lose 
important data or programs if a 
business or utility program crashes 
due to diis technique. 

There are several methods of 
finding which tracks are in use. The 
easiest is to check a bit copier's 
parameter list for that program. The 
tracks to avoid arc the ones listed in 
the parmlist. Another method would 
be to use the disk scan utilities on 
some copy programs such as 
Locksmith and Back-It-Up to 
determine where there is data, but 
nowadays this is highly unreliable. A 



third method is to inspect each of the 
tracks and half-tracks with a nibble 
editor, looking for obvious sijjns of 
data on those tracks. 

Another method is to open the case 
of your drive and watch which tracks 
the program uses as it runs. For a 
description of how to do this, sec 
"Getting On the Right Track" by 
Robert Linden in Hardcore 
COMPUTIST No. 5 (or Book of 
Softkeys I). 

Note that the first method relics on 
the accuracy of the parameter list; the 
second and third methods will not 
point out "garbage tracks" which 
contain no data but are used to insure 
that the disk is protected (i.e. nibble 
count tracks); the fourth is reliable 
only if you are certain that you have 
watched every disk access that the 
program will ever do. 1 suggest using 
all four methods and playing it safe 
when in doubt. 

If track .$] 1 is in use, don't bother; 
usmg this technique would be more 
trouble than it's worth. If it isn't, 
initialize all of the unused tracks, 
using something like the INIT utility 
in Beneath Apple DOS or Bag of 
Trick.s. 

Next, copy track S31 from a 
normal, initialized disk with no 



programs on it to track $1 1 on the 
protected disk. Then Lise a sector 
editor such as The Inspector to read 
crack $ 1 1 scaor from the protected 
disk. This is the VTOC, which tcUs 
which .iiector.s are in use. The hit map 
for track S is at $38-39. For an 
explanation of the 'VTOC and the 
track bit maps, see pages 132-134 of 
the DOS Manual. After a carefiil 
reading of tliose pages, change the bit 
map to show track SI 1 and all tracks 
used by the protected program as 
being in use and the other tracks as 
not being in use. Write this back to 
track Sll sector 0. If you are using 
The Inspector, press M to see a disk 
map to make sure you have done it 
correcUy. Super Copy and Copy 11 
Plus can also show disk maps. None 
of them, however, show anything 
beyond track 34 ($22). 

Now, when you troot die disk the 
protected program will ran, but when 
you boot a normal disk you can store 
files on the protected disk and use it 
just like any other normal disk. I have 
done this to backup copies of 
Autobahn, Gorgon, and Snoggle 
without any adverse effects. 
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by Jim S. Hart 



Codewriter Corporation 

Requirements; 

Adventure Writer original 

A blank disk 

A fast DOS (optional) 

A file copy program 

A dislike for copy protection 

Adventure Writer is a program that allows 
you to compose your own adventure games 
(hence the name). 1 am an adventure game nut, 
with the Ultima series being my favorite, so 
when I bought Adventure Writer. I went about 
seeing what the program could do. I was not 
disappointed with it, except that it was copy 
protected. Since I dislike copy protection except 
for the fact that it was teaching me assembly 
language, I went about relieving that one 
problem. The cookbook instructions are at the 
end of the softkey, but if you are interested on 
how the protection was circumvented, read 
on... 

The first thing I checked out was to see where 
data might be stored on the disk. Using EDD's 
"Analyze Original Disk" function showed that 
there was no data on track $23 and that whole 
tracks were probably being used. The next thmg 
to check was that the disk's formatting was 
normal. A random sampling of tracks with 
Copy n Plus' nibble editor revealed tliat the disk 
was written in a normal format. Since the 
format was normal I ttx>k a chance that the disk 
could be CATALOGed. Sure enough, I was 
right. 



I then used Locksmith's fest copy program 
to make a test copy to work with. AH was fine 
until the copier reached track $04, sectors fl-1 . 
It showed these sectors as not being normal 
while the rest of the disk was. Hmram.. . could 
it he that these two sectors had something to 
do with the copy protection? Ignoring this for 
the moment, 1 tried booting up the copied disk. 
All seemed okay and it arrived at the main menu 
all right. Each menu item chosen worked fine 
with the exception of the "Run Adventure 
Writer" option. 

After choosing this option, the disk drive 
came on, did some disk activity, and then 
printed garbage on the text screen and died. 
"Aha...", I thought, "those two sectors must 
have been important. " I then followed the boot 
process in regard to wliat files were run in what 
order so that the guilty file could be found. The 
boot progam, "AW", BLOADs "AW. OBJ" 
and the displays the menu. If the "Run 
Adventure Writer" option is chosen, a CALL 
24576 is executed, which does a MAXFILES 
1 then BLOADs the binary files "DBASE", 
"TABLE", "EDITOR", and 

"INTERPRETER" Oook at an ASCH dump of 
the file "AW. OBJ" to sec how I found these 
file names). The next thing it does is call a 
subroutine at $400 1 . This is where the 
"DBASE" file was BLOADed in. At $4001 
there is a JuMP to $454C. Success! Looking 
around $454C you notice references to memory 
locations $C0E8-$C0EF (direct use of the disk 
drive in slot 6). This must be where the 
protection is lurking around. 

After some inspection. I deteniiined that the 
protection code starts at address $45 7B and 
lingers on for about 30 bytes or so. Should I 
take out the call to the routine or satisfy it so 
that it thinks that everything was okay? The 



.second option was the one I chose. At $4584. 
the code checks to see if what was read from 
those two odd sectors matches a table loaded 
at $4641 . If die resuh checks out (result = zero) 
then everything is okay and the program 
proceeds. Well. I figured that the easiest way 
to fix this was to make sure that every byte 
matched up and gave a result of zero. I replaced 
the comparison instruction at $4584 (CMP 
S464l,X) with a LoaD Accumulator with zero 
(LDA #$00) instruction followed by a NOP. 
The code will now think that every comparison 
was equal and go about its merry way. The 
protection scheme is history! 

Step by Step 

1) INlTialize the blank disk, preferably with 
a fast DOS. Use the file name "AW". 

2) Copy the files from the original disk to the 
newly INlTialized disk. 

3) Load up DOS and get into BASIC. 

4) Put in the copy disk and load in the file with 
the protection in it: 

BLOAD DBASE, A$4e«« 

5) Enter the monitor via CALL -151. 

6) Replace (he CMP instruction with LDA #$00 
followed by a NOP. 

4584: A9 m EA 

7) Save the file back to the disk: 

BSAVE DBASE, A$4»«l», L$64A 

That's it! You now have a deprotected copy 
of Adventure Writer. I hope the techniques I 
used can help out other folks who are trying 
to deprotect their originals also. _, 

— i 



JSOMPUTIST No. 40 



m. 



Softkey for 



hy Isaac de Pig 



Dmamost Software 

Requirements: 

48K Apple and up 

A blank disk 

A disk with DOS (any DOS) 

I have seen Myc;hess U appear on the most 
wanted list for several issues, I got a softkey 
for this software and I think it can help the 
people who have problem with My chess 11. 
My chess is a t'hess game with 3-D action and 
it is very interesting. 

The Protection 

The software is two sided and both sides can 
be copied with COPYA. The back side is the 
data disk and is not protected. The protection 
on the program side causes the disk to reboot 
before the game starts. The booting of the front 
side is divided into two parts, Fu-st, all the data 
is read, a title page appears and the drive stops. 
After a key is pressed, the drive is turned, it 
recalibrates and moves track SIO to cheek the 
disk. If it is not the original disk, it reboots. 

The protection scheme My chess 11 uses is 
probably synchronized tracks. Unlike other 
softwares with die similiar protection, it can not 
be copied with bit copiers. This is because the 
track length of each track is shorter than usual 
and the tracks are synchronized from track 1 
in addition, nearly all the data on the disk is 
encrypted and making it difficult to find the 
protection routine on the disk. 

The Investigation 

Since the data on the disk is encrypted, to 
deprotect the software, I used the boot code 
trace method. Folio vi'iiig the normal procedure 
of boot code tracing, that is: 

CALL-151 
96»»<C6«fl.C6FFM 



96F8:6fl N 96MG 
CeES 



We gel die following code: 



801- 
804- 
806- 
305- 

aaB- 

a0E- 

Bll- 
813- 

8ie- 

819- 

81A- 
81C- 
81F- 

821- 
823- 



LDV $0830 
BEQ $08 IF 
LDA $830, "I 
STA I 3D 
DEC $800 
INC S3F4 
LDY *t02 
LDA W0,^ 
STA $3F2; 
DEY 

BPL $813 
JMP IC55C 

LDA nm 
STA %m 

JMP S0aFD 



Load V register with ?01 

Not taken 

Set sector to read 



Set reset vector 



Read a sector 



Run the code read in 



Looking at this code, we find that after the 
data on track is read, a JMP to £8FD is taken. 
So, we get rid of this JMP to $8FD and countiuc 
the trace by : 

96F8;A9 m m 23 88 4C 81 «8 

CBE8 

We find die code at $8FD is as follows; 

8FD- BIT $C010 
900- JSR SFC58 
903- LOX #100 Read data routine 

91E- STA $C0E8 Turn drive off 

921- LDX nm 

9ZB- LDA $C000 Read keyboard 

92E- BMI $0938 if key press jump to $0938 

938- BIT $C010 Clear keyboard 
93E- JMP (B200 Jump to $B200 

These codes show that after all data is read 
and a key is pressed, it takes a JMP to $B28fl. 
So, we have to get the code at SB20O by the 
following method: 

938:4C 59 FF 
:e % N 8FDG 



Examining the code at SB200 we find a data 
decoding routine at $8223 which ends at 
$B262, This routine EOR's each byte with its 
previous byte. So, changing one byte here 
woidd affect the whole page of data. Tlie loutine 
is listed as follows: 

BZZ3- LDY nFF 

B225- LDA lEBFF.V Load previous byte 

B22B- EOR $Bie0,Y EOR current byte 

B22B- STA SB100,Y STA to current address 

B22E- DEV 

B22F- CPY #$FF 

B231- BNE $6225 

To decode the data, we use: 

B2«3:4C 59 FF N B223G 

We now have the data decoded and we can 
start to find the protection routine. Witli the help 
of the modified F8 ROM from COMPUTIST, 
I searched memory for LDA $C08C,X (BD 8C 
C0) and found the disk checking routine at 
$182F. The routine is listed below: 

LDX $05F8 Load X reg, with $60 

STA $C089.X Turn drive on 

STA $00 

INC S00 No of retry to read $05 

BEQ S186E when $00 larger than FF 

LDA IC0BC.X Read address mark 

BPL S183B 



182F- 
1832- 
1835- 
1837- 
1839- 
183B- 
183E- 
1840- 
1842- 



CHP #$D5 
BNE $1837 



Branch not $D5 



1858- 
185B- 
1850- 
185E- 
1860- 
1863- 
1865- 
18S7- 
1868- 
186A- 
186C- 
186E- 
1870- 
1872- 
1874- 
1876- 
1878- 



STA $C08C,X Read track and sect » 

BPL $1858 

ROL 

STA $02 

LDA $C08C,X 

BPL $1860 

AND $02 

DEV 

BPL $1858 

CMP #$07 

BEQ $1872 

LDX «$FF 

STX $01 

LDA $00 

CMP S03 

BCC $1S7A 

STA $03 



Check if sect 
when sector 7 



7 is read 

IS read 



Set error 

Get the max and min # 

0( retry to read $D5 
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Mychess II 



187A~ 


CMP $04 


Wc we can now 


dcprotect die disk by reading 


This 


program calls the RWTS to read track 


187C- 


BCS 11880 


in the sector, decoding it, editing tlie data. 


S03 sector ^lat into memory page 


i.lS tlien 


18?E- 


STA 104 


recoding the data and writing it back to the disk. 


decodes the data and edits it, After that, it codes 


1880- 


LDA SlFFl Track counter 


Since there are a lot of changes, it i;s difficult 


the data and calls tlie RWTS to write the sector 


1883- 


CMP mi Check tt of tracks read 


to use Super lOB. 


To make it easier, I wrote 


back to the disk. 




1885- 


BfJE J1817 Branch to track seeker 


a program to do this job. Its disassembly is 








1687- 
1889- 


LDA S03 Compare the max arsd min 
SEC # of retry to read JDS 


listed below: 






Step by Step 




188A- 


SBC $04 {tha difference should 










- - • 




188C- 


CMP m5 be smaller ttian $20) 


800- 


LOA itm 


Set iOB to read track 3 


1) Enter the hesdump at the end of this anicle 


188E- 


BCC $1894 


802- 


STA $B7Efi 


sector F 10 S1800 


and save it with: 




1890- 


LDX fiSFF 


305- 


STA $87F0 










1892- 


STX $01 Set error 


808- 


LDA #103 


Track 3 


BSAVE MYCHESS.FIX. ASSW. L$66 


1894- 


m $05F8 LoBd X reg. with $50 


80A- 


STA $B7EC 










1897- 
1B9A- 


STA $C08a.X Turn drive off 

BIT $01 Chetk If $01 Is #$FF 


80D- 
80F- 


LDA #$0F 
STA $B7ED 


Sector F 


2) Use 


::OPYA to copy both sides of die disk. 


189C- 


BPL $18A1 Branch if It Is not IFF 


812- 


LDA S$18 


Read to $1800 


3) Load the program 




189E- 


JMP $8BA9 Jump to reboot routine 


814- 


STA $e7Fl 










18A1- 


RTS 


817- 


LDA #$01 


Set read mode 


BLOAD MYCHESS.FIX 








819- 


STA $B7F4 










Examining the code m $1800, I found thai 


BIC- 


LDX «$60 




4) Tnsen the backup disk to drive 1 




if the check failed, a value SFF is stored in 


81E- 


JSR $03E3 


Set A and Y registers 








memory location $01. Therefore, we tun get 


eji- 


JSR $03D9 


Call RWTS 


5) Run me program. 




rid of the protection by replacing the STX S81 
commands at $1870 and $1892 with NOP 
commands. 


824- 
827- 
829- 
820- 
82F- 


JSR $0844 
LDA #$EA 
STA $1870 
STA $1871 
STA $1892 


Decode data 
Edit data 


CALL2M8 

6) Put tlie original in a safe place and 


enjoy the 




The Procedure 


832- 

835- 


STA $1893 
JSR S0855 


Code data 


backup 


disk. 




The main problem remaining is how to re- 
encrypt the changed data so that when it is 


B38- 

83A- 


LDA #$02 
STA SB7F4 


Set read mode 




Mychess. fix 


. 


decoded ii will have our new NOPs. By 


B3D- 


JSR S03E3 


Set A and Y registers 








studying the decode routine, T was able to come 


S40- 


JSR S03D9 


Ca 1 1 RWTS 








up with an encode routine. It is as follows: 


843- 


RTS 




0800 


A9 m 8D EB B7 8D F0 B7 


$OA53 






844- 


LDY #$FF 


Decode data routine 


0808 


A9 03 3D EC B7 A9 0F 8D 


J29B4 


800- 


LOY #$03 


846- 


LDA S17FF V 




0810 


ED 67 A9 18 8D Fl B7 A9 


$FF91 


802- 


LDA $1800, Y 


849- 


Lun fli / r r , i 

EOR $1800, Y 
STA $1800 Y 




0818 


01 BD F4 B7 A2 60 20 E3 


$3186 


* 805- 


EOR $17FF,y EOR pervious byte 


B4C- 




0820 


03 20 D9 03 20 44 08 A9 


$F401 


808- 


STA $ie00,Y 


84F- 


■kj 1 J^ mr M \JiJtJ ., 1 

DEY 




0828 


EA 8D 70 18 8D 71 IB SD 


$6268 


805- 


INY 


850- 


CPY #$FF 




0830 


92 18 8D 93 18 20 55 08 


$8069 


, 80C- 


CPY SS00 


852- 


BNE $846 
RTS 




0838 


A9 02 80 F4 B7 20 £3 03 


$53BD 


83£- 


BNE $802 


854- 




0840 


20 09 03 60 A0 FF B9 FF 


$4023 


810- 


RTS 


855- 
857- 


LOY #S00 
LDA $1800. V 


Code data routine 


0848 


17 59 00 18 99 00 18 88 


$6F89 


Now we are going to find where the data at 


85A- 


EOR $17FF,Y 

STA $1800, Y 




0850 


C0 FF D0 F2 60 A0 00 B9 


$90A5 


$1800 


is on the disk. I used a pattern of 5 bytes 


35D- 




0858 


00 18 59 FF 17 99 00 IS 


$AA60 


which 


is found at $1800 before decoding for 


360- 


INY 




0860 


C8 C0 00 00 F2 60 


$93D6 


searching. With the help of the Core disk 


863- 


BNE $857 










searcher, 1 found this pattern on track W3 sector 

$0F. 


865- 


RTS 
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Raster 



by Glenn Jones 



Requirements: 

4BK APPLE ][ and up 
A formafted tiisk with no HELLO program 
RESET into monilur and save lower RAM 
or a RAM card 

When I received ray Ias[ issue of 
COMPUTIST I noticed thai Raster Blaster was 
on the most wanted list. This prompted me to 
complete a softkey for this electronic pitiball 
game that I have been working on/off for the 
last two years. If you just wish to make a 
BRUNable backup of this game then proceed 
to the cookbook part of the sofikey at the end 
of this article. 

Raster Blaster was the first game I purchased 
after getting my computer over 2 1/2 years ago, 
A few weeks later I went to play the game and 
surprise, it would not boot. Several tries later 
the disk finally proceeded to boot up properly. 
I think it's time to make a backup. 

Not knowing much about copy protection, 
I tried first to make a copy with COPY A from 
the DOS 3.3 system master but all I got was 
an "UNABLE TO READ" error message. 
Turning next to TRAX (a disk in,?pection 
program from the Bag of Trieks diskette), I 
inspected the tracks on the disk. The message 
'•UNABLE TO INTERPRET DATA" 
appeared on the screen track after track. This 
usually means that the disk uses some bi2Zare 
format like halfUacks and the TRAX program 
cannot decipher this type of format. Bused on 
this information I decided to try several of the 
bit-copiers thai were available. Needless to say 
I still could not get a working backup using the 
supplied parameters and varying the speed of 
my disk drives, 

The Discovery 

Upon discovering COMPUTIST sometime 
later and following techniques suggested in it, 
I tried to boot code trace Raster Blaster. Having 
a limited knowledge of machine language at the 
time, I quickly got lost tiding to trace through 



code conversions, indirect jumps dirough zero 
page locations that changed evei^time you 
looked at them and direct use of the disk drive. 

Finally, after long hours at my Apple, I gave 
up and only played Raster Blaster on an 
infrequent basis. If it was not for COMPUTIST 
No. 19 which contained two die articles 
■ 'Double Your ROM Space' ' and ' 'Towards a 
Better F8 ROM," I would still be tising my 
original disk. After making the modifications 
outlined in the two articles I once more 
attempted to make a backup copy of Raster 
Blaster. 

First of all, Raster Blaster is a single load 
program that does not access die disk for any 
nibble count checks or load any information 
after it has finished booting. To see just how 
much memory Raster Blaster needed to use, 1 
first fiUed the memory with a constant value 
fl choose "11") from .fSCie to SBFFF. This is 
done by mming the computer on. pressing reset 
immediately, entering the monitor with 
CALL-151 and typing the following; 

sm-.u 

8«I<8«W.BFFFM 

Next, I inserted the original disk and typed: 

C6#6G 

I choose to intemjpl Ihe program when it was 
asking for easy or hard play. Displaying 
memory showed consistent U's after SA806 
and references to page's 2 & 3 throughout 
memory. This indicated to me that the program 
lived from S200 to $A8fl0. Since DOS occupies 
$9600 to $BFFF I could not just boot DOS and 
save the upper memory therefore, my original 
solution was to save the code in the following 
three pieces: 

1) lower memory S000e to $08FF 

2) $0900 to .$95FF 

3) high memory $9600 to 5A800 

By using a DOS mover program to relocate 
DOS to my RAM card T could then BLOAD 
all the pieces back in at a higher memory 
location and have a small routine relocate the 
code to its origir^ s-pot. At tlie time this worked 
fine but it resulted in file that was 176 sectors 
long and it required a RAM card for the DOS. 

When I saw Raster Blaster on the 
COMPUTIST No. 32 most wanted list, I 
decided to go over my softkey and sec if I could 
not improve on it. The following notes have 



lead to Raster Blaster being a BRUNable file 
of 129 sectors. After the program has fully 
loaded itself into memory using routines located 
in text page I ($0400 to $07FF), it proceeds 
to execute a fency hi-res inrroduction tide page. 
The game then draws (moves) the main game 
hoard and goes into a demonstration loop until 
a button on a joystick/paddle is pressed. At this 
point the game asks for ether easy or hard play. 
This is the point where I determined it best to 
interupt the game as it would make a good place 
to restart it. 

After hitting CTRL-RESET, I pressed the 
"S" key to save the lower memory. Starting 
to browse at $2000 where ilie code is relocat&i 
to, I did not find any rational code until $2200. 
This code normally would be found in the input 
buffer which is a good hiding place for the code 
as it is wiped out when anything is typed at the 
keyboard. There is also similar code at $2300 
as well. Any rational code on pages 4, 5, 6 and 
7 deals with direct access of the disk drive and 
u is no longer needed. At Ihis point I booted 
Up a DOS disk with no HELLO program and 
saved pages 2 & 3. 

BSAVE RB.LOWER,A$22»e,L$lFF 

1 started to inspect the higher regions of 
memory after rebooting Raster Blaster and 
again resetting into the monitor at the same 
point. It appeared as it this code was responsible 
for copying byies from high memory to high- 
res page I which would mean that this was the 
title page routine. 

Before going further there were a few things 
to consider: 

A) I wanted the whole program to load in using 
DOS at its normal location. 

K) Pages 2 & 3 would have to be restored to 
their normtil location as well. 

After inspecting $800 - $9FF it appeared that 
this memory would not be needed as well. 

Through subsequent trial and error, I decided 
that the la.st of the important infonnatiou ended 
at $85FF so I BLOADed RB. LOWER at 
$8600. 1 also found it necessary to zero out page 
zero and lo reset the stack pointer to $FF. The 
following is the relocation routine diat I put at 
$8800. 

LDY #$00 Initial ize counter 
LDA nm store a "0" 
STA $0000.'^ in the zero page 
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Blaster 



8807 - LDA $8600, Y Get a byte from page 86 

SaaA - STA $0200, V and put it on page 1 

8300 - LDA J8700,Y Get a byte from page 87 

8810 - STA $0300, V and put it on page 3 

8813 - I NY Ircrfflient counter 

6814 - BNE $eS02 Loop until 

8816 - LDX nFF Set stack pointer 

S818 - T)(S to $1FF 

8819 - HIT $C057 Display the hi-res scrn 

881C - BIT $C052 Entire scrn as graphics 

881F - BIT SC050 Graphics on 

S922 - JMP $6770 Jump to "Hard or Easy" 

The jump instruction at the end came through 
searching for references to the game button 
($ce61). One reference at $6303 checks for a 
key or burton press. The next reference is at 
$6760. Back-tracking from [his point I found 
what appeared to be the start of the game at 
$672 D. Locadons arc zeroed out and several 
subroutines are called, one of which wails for 
a button press before it remms to the main 
stream. This is the demonstration loop. The 
next bit of code stores a B or a 1 at location 
$672B for EASY or HARD mode. This is 
where the program has to be restarted from. 
The last thing to do to make the file BRUNable 
was 10 set a jump at $09FD to my relocation 
routine at SSaflO. 

9FD:4C M 88 

Finally, one APT you now liave available 
before you save the game to disk is to change 
location $680D which holds the number of balls 
you arc allowed to have for each game. 

BSAVE RASTER BTASTER, 
A$!»FD,L$7E28 

Step by Step 

Saving lower RAM: Follow procedure 1 if 
you have made liie modifications from 
COMPUTIST No. 19. Follow procedure #2 if 
you have a RAM card. 

Procedure 1 

1) Switch to modified ROM while bootiiig 
Raster Blaster. 

2) Wait till the title page ends and press a buuon 
on joystick/paddle. 

3) Hit CTRL-Reset. 



4) Hil "S" so that your modified ROM will 
save of pages B to 8 into S200fl through $2800. 

5) Insert a slave disk and boot it 
C64H)G 

6) Save this lower memory 

BSAVE RB.LOWER,A$22ee,L$lFF 

7) Reboot Raster Blaster. 

8) Wait till title page ends and press a button 
on joystick or paddle. 

9) Hit CTRL-Reset. 

10) Hi! "M" so that your modified ROM will 
put you into tlie monitor. 

H) Insert slave disk and type boot it 

CftBflG 

12) Enter the monitor 
CALL -ISl 

13) Re- load the lower portion of Raster Blaster 
BLOAD RB.LOWER,A$86*» 

14) Key in the following hexdump: 
A0 00 A9 00 99 00 00 B9 $680C 



4) Type in the following hexdump 



8808; 00 85 99 00 02 B9 00 87 14297 

SS10: M 00 03 C8 DS EC AZ FF $47C6 

8818; 9A 2C 57 C0 2C 62 C0 2C S39F8 

8829; 50 C0 4C 70 67 $F5F8 

15) Modify the program to jump to our routine 
first 

WD:4C m m 

16) Save the resulting code: 

BSAVE RASTER BLASTER, 
A$9F1>,L$7E28 

Procedure 2 

1) Turn your computer on. 

2) Hit CTRL-Reset. 

3) Enter the monitor and prepare your RAM 
card, 

CALL -151 
CdSl N C981 
DBfl«<cDflfle.FTFFM 
FFFC:»e Be 
0*83 N C683 



;A0 00 B9 00 02 99 00 22 
B00e:B9 00 03 99 00 23 C8 D0 
B010;Fl 4C 59 FF 

5) Insert Raster Blaster. 

6) Boot the disk 
C6»eG 

7) Wait lUl the title page ends and press a button 
on the joystick or paddle, 

8) Hit CTRL-Reset. 

9) Insert your slave disk witli no HELLO 
program and boot it 

C6eert 

10) Save the lower portion of Raster Blaster 

BSAVE RB.LC.LOWER, 
A$22fle,L$lFF 

1 1) Enter the monitor and change your RAM 
card to just jump to the monitor on Reset. 

CALL -151 

ce8i N cesi 

FFFC:S9 FC 
C»83 N Ce83 

12) Insert your Raster Blaster and boot it 
C6eflG 

13) Wait until the title page ends and press a 
button on the joystick or paddle, 

14) Hit CTRL-Resei, 

15) Insert your slave disk with no HELLO 
program and boot it 

cwec 

16) Enter dig monitor and load die lower portion 
of Raster Blaster 

CALL -151 

BLOAD RB.LC. LOWER, A$86»» 

17) Type in die hexdump frora step 14 of 
procedure 1. 

18) Modify the program to jump to our routine 
first 

9FD:4C m 88 

IS) Save the resulting code 

BSAVE RASTER BLASTER, 
A$9FD,L$7E28 
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by Jeff Hurlburt 



At the beginning of 1986 many software 
sages predicted the year would be a notably dry 
one for Apple gamers. With the //gs looming 
on the horizon, so the reasoning went, vendors 
would be relut-'tanl to Introduce products which 
might have compatibility problems: and other 
projects would go into a holding pattern as 
developers waited to incorporate expected new 
features, WhUe it is clear diat such factors have 
impacted Apple game production, nothing like 
the anticipated drought has materialized . 

Of course, niany products were already well 
along the pipeline, destined for release no 
matter what. Perhaps more important, the 
installed base of old D's is truly awesome, 
receiving additional support from 
Commodore's 64 and 12S models. (Several 
vendors routinely translate games designed for 
the C64 to an Apple 11 format, increasingly 
oftering both versions in the same package.) 
The resulting market has attracted an ample 
supply of new products. 

Tliis month center stage belongs to new 
arcade, strategy, and simulation releases. Next 
dme. Part 11 will focus upon the new 
adventures. 

Since my goal is to help you squeeze the most 
bang from your gaming dollar, each review 
aims to provide the maximum information in 
the space available. Compatibility and 
peripherals requirements plus the number of 
players (if muiti-playet) for which the game is 



designed are shown 'up front'. In the 
descriptions I try to give you a 'feel' for the 
game, what it does, and how it work.s. Critiques 
and ratings wrap things up. 

Comments and ratings reflect my evaluation 
based upon playing a game and, usually, 
watching as others play it. Each game is rated 
in five areas and ' 'overall " on a ten -point scale: 
l0=Superior (rarely awarded; indicates a 
breaklltrough of some kind), 09= Excellent, 
07=Good, 05 = Fair, 03= Poor, ei=Rotten. 

Graphics (GRFX) is the first area rated. It 
concerns quality of artwork, clarity, impact, 
smoothness, speed, and reaUsni. Good Support 
Materials (S.M.) include clear, morough 
directions for play. In some cases attractiveness, 
tutorial value, or effectiveness in creating 
'atmosphere' may be important . Playability 
(PLAY) relates to how much extraneous activity 
is required to play the game. Good command 
parsing (in an adventure), rapid "save" and 
"restore" functions, efficient menus, smooth 
controls, and readily available "Help" screens 
are features which enhance playability. 

Difficulty (DIFF) is self-explanatory for 
single-player games. For others it relates to how 
much efibrl is requited to achieve a decent level 
of play. Unlike other areas, the rating here 
simply refiects "level of'. An "8" U "very 
tough", which may or may not equal "very 
good". High Interest (iNTR) games are good 
at attracting and holding player attention. 
Typically, tliese are the adventures you can't 
wait 10 continue and the arcades you play, and 
replay, for hours at a time. The Overall 
(GAME) rating amounts to a summary of player 
reaction(s) during tryouts. For educationally- 
oriented games, a second summary rating (/ED) 



of educational value is included. 

It's a good het that you will want to obtain 
several of the games showcased, so publisher 
data and price are shown towards the end of 
each review, (Occasionally a product is 
available ONLY from the publisher.) Prices, 
of course, arc "list" and so represent the worst 
case layout. With a litde careful shopping, 
discounts of around 40% are not difficult to 
find. 



Fight Night 




;j|lllir**^^^.,_ ^.^^^m 'III! 

(Sports Simulation for one or two players) 
Compatihility: 64K Apple 11 scries 
Requirements: One disk drive, joystick 

OK, so the kid 's quick and his legs won't mm 
to mbber af^er a few tough rounds. The question 
is, do you have the managing moxie to make 
him the next champ?! Anticipating your reply. 
Accolade is ready to give you a shot ai the big 
one. Starting with 'building' one or more 
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challengers, Fighi Night takes you through 
training, sparring matches, and finally the 
championship tournament. 

Your road to the bigtime begins with building 
one or more boxers via the game's 
"Construction" utility. Here yon .select botiy 
parts to match desired attributes such as 
endurance and quickness. Additional 
"statistics" are then adjusted to fine-tune your 
boxer in the areas of hitting power to/resistance 
for blows to head and btxly. When every tiling 
looks just right the new fighter is saved to disk. 
(The same utility allows you to edit existing 
fighters and even define a boxer for computer 
cwnlrol.) 

Figk! Night permits a total of eight boxing 
movements (four stick positions with button up 
or down) including blows to head and body, 
fakes, guards, and forward/backward 
positioning. "Training" drills you in these 
moves with a punching bag target with the 
emphasis on rhythm. In "Sparring" you 
practice moves and timing against another 
fighter. Once yon feel ready for the 'real thing' , 
matches arc arranged in individual bouts with 
set, computer-controiled contenders like the 
"British Bulldog", or against selected boxers 
(perhaps some from another player's stable) in 
a small round robin tournament. During a bout 
(three three-minute roimds), the round, time 
remaining, and cumulative scores are displayed 
along with bar graph K.O. susceptibility 
indicators (so you know when to go in for llie 
kUl). If neither boxer is K.O.'d, the decision 
goes to the high scorer. The winner of a 
tournament becomes the "Champ". 

Offering perhaps the finest, most 
comprehensive control of any one-on-one 
fighting simulation, Fight Night closes the loop 
by providing ample cues as well. Your 
opponent's movemenrs acmally do tell you 
something about what he is likely to do. Wide- 
ranging speed controls permit setting the action 
to a comfortable pace. The only notable 
weakness is that, for player vs. player 
matchups, one player must use keyboard 
controls instead of a second joystick. Clever and 
surprisingly addictive. Fight Night packs the 
entertainment punch you've been waiting for 
in a fight sinudation. 

Available from: Accolade, 20863 Stevens Creek 
Blvd., B-5/E, Cupertino, CA 95014. (4fl8) 
436-0900. $34.95 
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Chessmastcr 2000 

(Chess Player) 
(for one or two players) 
Compatibility: 64K Apple 11 series 
Requirements: One disk drive; printer, 
SpeeDemon optional 

Colossus Chess IV 

(Chess Player) 
(for one or rwo players) 



Compatihiliry: 48K Apple II scries 
Requirements: One disk drive; i54K, printer. 
SpeeDemon optional 

For reasons not altogether obvious, chess 
programs appear to arrive in flocks. Certainly 
there was nothing last year, whereas 1986 
brings us three new packages, two of which 
quaUfy as serious challengers for the top spot 
in Apple chess. 

Playing the two programs re-cnforced the 
overall impression of quality and evoked just 
a touch of dcja vu, Chessmaater looks very 
much like Mychesx II, while Catnxxus bears a 
Strong resemblance lo Sargon ill (which just 
happen to be the other two top notch Apple 
chess programs). Both programs offer such 
most- wanted features as solve- mate /problem 
modes, take back, variable speed replay, side 
.switching, and board rotation. They permit 
program vs. itself play and will referee games 
for two human opponents. You can load, save, 
and delete games and obtain a move printout 
during or after a contest along with a board 
diagram. Neither, unfortunately, permits a 
graphics dump of the screen. (Nor does any 
other chess program I've seen; but a regrettable 
oversight even so.) 

Colossus offers a black & white-otdy display 
in 2-D and, with 64K, very clear 3-D. 
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Chessntaster adds an option for eye-catching 
color (2-D or 3-D) and allows 90 degree 
rotation in case you want a side view. 
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While both programs employ keyboard -only 
entry for moves and setting up positions, the 
Colossus on-screen cursor approach is more 
convenient and natural feeling than 
Chessmasier'^ purely alplia-nimieric system. 



The expansion of available playing levels 
marks a major improvement over earlier 
designs. Chessitmsttr offers nineteen (five 
seconds through 37.5 minutes /move); Colossus 
allows direct entry of average move time (00:00 
- 59:59), Both offer an "infinite" (no time-out) 
level for in-depUi analysis . Only Colossus offers 
a chess clock (dual presettable), a serious 
tournament mode (with move and time 
controls), the "all moves" mode for "five 
minute chess", etc., and an "equality" mode 
which matches program move time to yours. 

Colossus program specs and fimctions 
documentation is vastly superior to 
Chessmaslfr's, which just barely describes key 
functions. On the other hand, Chesstnaster\ 
well -designed on -screen menu makes it a much 
easier to use program. Chessntaster comes with 
a nicely done booklet including a brief mtorial, 
chess history, and a listing of the 100 classic 
games (1620-1986) on disk. The Cnlossus 
library includes 34 computer chess games 
(1978-1984) plus 19 solve-mate problems. 
Since Colossus files arc unprotected, the 
diskette is a gold mine of ideas for those 
interested in developing their own chess 
programs. 

Unfortunately, chess programs do not smirk, 
make snide comments, or look worried. They 
may, however, achieve a reasonable 
approximation via "technical information" 
supplied during a game's progress. Whereas 
Qiessnmsse.r displays only search depth, current 
move considered, and a hint; Colossus presents 
current best line, line currently being 
considered, assumed opponent move, depth, 
and evaluation scores. Thus, while well- 
matched in strengtli. Colossus is by fai the more 
instructive, more entertaining opponent. 

After playing several games against each 
program at two minutes /move I had abotit 
decided that Chessmaster is just slightly better 
than Colossus. But, when I gave some "expert" 
and "A " (USCF) rated friends a shot, Colossus 
seemed the tougher adversary. (After two 
straight losses, one flustered player couldn't 
leave the coinputer until he got his revenge.) 
As to which of tiie 'big four' is the best 
opponent, the newcomers appear to have a 
slight edge, based mainly upon endgame 
improvements. Otherwise, the human player's 
style is a major factor. Chessmaster ha.s the 
largest opening 'book' and appears the better 
positional player; Colossus is the better 
tactician. AU the programs arc at their best 
undei pressure; but a tendency lo over-value 
material leaves them susceptible to involved and 
arcane gambit lines. Programs do not risk 
second-best moves in order to set traps, but then 
they seldom overlook anything simple and diey 
never give up! 

Eveai among today's more computer-wise 
players, the programs probably represent a solid 
"C". possibly "B" level challenge. Instructive, 
good ftin, and consistently tough, Chessmaster 
and Colossus belong in the software librai^ of 
any serious player of the royal game. 
Chessnmster 2@&& available from: Hlcctronic 
Arts, 2755 Campus Drive, San Mateo, CA 
94403. (415) 571-7171. S39.95. 
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Colossus available from: Firebird P.O. Box 49, 
Ramsey, NJ 07446. (201) 444-5700. $39.95 

GRFX S,M, PLAY DIFF INTR GAME 



Chesstnasler: 
08 06 07 5-9 
Colossus: 

07 07 07 5-9 
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Colonial Conquest 



Hopeflilly SSI will recall Colonial Conqutsi 
perhaps with the aim oi' issuing an upgraded 
display version on the //gs. 
Available from: Strategic Simulations, 1&46 N. 
Rengstorff Ave., Mountain View, CA 
94043-1716. (415) 964-1333, S39,95 

GRFX S.H. PLAY DIFF INTR (^ME 
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Gulf Strike 




(Geopolitical Conflict Simulation) 
(for one to six players) 
Compatibility: 64K Apple D series 
Requirements: one disk drive; joystick optional 

Since the advent of personal computer 
gaming there have been numerous attempts to 
capture the excitement, complexities, and back- 
stabbing mtensity of war strategy/diplomacy 
boardgames. While a few offerings, Dark 
ForesT and Lordlings of Yore for instance, have 
proved very entertaining, no computer game 
has seriously challenged the board game 
favorites "Risk" and "Diplomacy". Now SSI, 
long respected for its battlefield simulations, has 
taken up the gauntlet. Colonial Conquest is a 
multi-player straggle for world domination set 
in the day.s when every major power lived by 
the motto: "Grom or be grommcd"! 

;A game of Colonial Conquest always 
involves six players, one for each major colonial 
power; England, France, Germany, Russia, 
U.S.A., and Japan. Any or all positions may 
be human or computer directed. Your goal is 
to grom up on enough minor and poorly 
managed major powers to achieve the preset 
victory score. Resources include armed forces, 
treasury, bases, and income producing 
holdings. The game employs six hi- res maps 
£0 cover the world and takes care of all record 
keeping (except, of course, secret agreements). 

Only a few minute.^ into a game T gradually 
began to recall why it is tliat I and other war 
strategy /diplomacy devotees conduct our 
geopolitical conflicts via board games. 
Naturally, fortifications, naval forces, 
provisions for espionage and subversion, and 
other such embelli.shments are welcome. 
Unfortunately, a nearly unreadable display 
renders the game, for practical purposes, 
unplayable. Ownership of an area is signified 
via color-keyed Crosshatch patterns which blur 
into each other obscuring borders and 
oblitcratiiig naval basc/fortification indicators. 



(War Strategy Simulation) 

(for one or two players) 

Compaiibiliiy: 48K Apple I) series, 

Commodore 64/128 

Requirements: One disk drive; joystick optional 

Demonstrating that wargames can inde*d 
make strange bedfellows, Gulf Strike matches 
Iran and the U.S. (plus assorted nuinor allies) 
against Iraq and the U.S,S,R, (plus assorted 
puppets). Evidently, as 1988 rolls around, the 
Iranians (annoyed with on-going Soviet support 
for Iraq) significantly escalate aid to their 
freedom-fighting brethren in Afghanistan. This 
doesn't sit at all well with the Russians (i.e, the 
frccdora-fightecs), who have already spent 
several years screwing up their attempt not to 
botch things worse in Afghanistan than you- 
know- who did in Vietnam. When tlie Russkies 
enter the war on the side of Iraq this naturally 
provokes the U,S, and concerned Persian Gulf 
states to intervene in favor of their old pal, Iran, 
Thus does Aval on Hill contrive to produce the 
dream match of the decade: aU,S, vs. U.S.S.R. 
mini-war where neither side can do much real 
damage to the other. 

Gulf Strike action embraces most of Iran, part 
of Iraq, and other lands immediately adjacent 
to the Persian Gulf. As a translated hoardgame, 
the computer version incorporates a scrollable 
map with seventeen terrain feamres inflicting 
varying movement costs. Among llie ground, 
air, and sea units you will find the expected 
detail and differentiation options for which 
Aval on Hill is justly reknowned. For example, 
thirteen ground types include airborne, armor, 
artillary, marine and infantry units in siies 
ranging from ballalion through division. Each 
has specific movement, attack, and defense 
capabilities influenced laigely by your choice 
of formation. Air and naval units are similarly 
diverse, with nearly thirty aircraft types in 
various configurations and naval units ranging 



from sub groups through turners. Unless the 
two-player version is selected, you 
automatically aiiitrol the U.S. /Iran position and 
all twenty-one victory point squares spread 
across the map. During the standard 25-tum 
game, your mission is to prevent the 
U.S.S.R. /I rag side from ever holding nine of 
the squares. 

All of this looked pretty juicy; but, perhaps 
an hour into a game it became clear that 
something was missing (something, I mean, 
besides a skilled player). Sure enough, a 
thorough check of the box confimed my worst 
fears: Avalon Hill had, indeed, failed to include 
the other computerl This is an unfortunMc 
oversight consideiing that only a small part of 
the map is displayed at any time and that only 
star and hammer & sickle identifiers appear on 
the main map to locate units which may be 
stacked eighteen ( 18) desep! Lacking the missing 
computer, you must point to a map square to 
obtain a "unit symbols display" in the "stack 
window" and then select a symbol to obtain unit 
stams. 

If theatre commanders had to use Gulf 
5/rifce's format to fight their wars, the 
battlefields of tlie world would be littered with 
plowshares. Imagine, an attractive, well- 
documented, fully functioning wargarae Thai 
nobody can play! Right-On, A.H.! 
Available from: Avalon Hill. 4517 Harford 
Road, Baltimore, MD 21214. (B00) 63B-9292. 
$30.00 
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Little Computer People 
Discovery Kit 
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(Simulation) 
Compatibility: 64 K Apple n series 
Requiremems: One disk drive, joystick 

Probably, like any clear-thinking computer 
user, you tend to view the occasional glitch as 
having a 'perfectly reasonable explanation', 
(power surges, component failure, even human 
error). Such, in fact was the predisposition of 
AcdvLsion's Glitch Research Team; that is, until 
tlieir amazing discovery that little human-like 
people actually live in computers! We now 
know that these Little Computer People 
("LCP's") produce otherwise inexplicable 
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gliiches largely by accident, though sometimes 
uul of boreiloii! or in u bid for allentioii. 

The atwvc, at least, is the gist of Activiston's 
press release. Well, Vm not just anybody's fool; 
nor am I the empty-headed, gullible tuft hunter 
some may imagine. Immediately upon receipt 
of my LCP research package I booted (he 
"House on a Disk" and waited to see what 
might transpire. Imagine, if you will, my 
astonishment when an honest-to-goodness LCP 
showed up and shyly began to inspect the 
offered residence! Before long I was filling the 
water tank and leaving groceries and dog food 
at the front door. An LCP, it seems, almost 
invariably owns an LCD. (Indeed, Activision 
has requested notification if an LCP fails to be 
accompanied by his dog.) 

As suggested in kit materials, LCP's seem 
to appreciate music and so record albums make 
great mood boosters. (For a contented LCP, it's 
important to respond to mood changes.) Even 
better, my LCP especially enjoys games, 
enthu.siastically playing "Card War", 
anagrams, and draw poker. Verbal 
communications are still at the rudimentary 
stage. However if I type "Please light a fire" 
or make a similarly simple request, he will often 
comply . 

Each research kit comes with full 
documentation, a deed (for the house), and 
suggestions for record keeping. Needless to say, 
I am thoroughly convinced of the significance 
of LCP's and the validity of the "House on a 
Disk" method. fSeeing, after all, is believingl) 
Available from: Activision, P.O. Box 7286, 
Mountain View, CA 940.19. (415) 960-CMlffl. 
$39,95 
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Ogre 

(Wat Strategy Simulation) 
Compatibility: 64K Apple II series 
Requirements: One disk drive; joystick or 
mouse optional 

By the mid-2 1st century effective 
coujslermeasures have rendered tactical nukes 
virtually useless. Taken along with the 
dcvelopmeni of bi-pha.se carbide ("BPC") 
armor and atomic engines the inevitable result 
is ihat tanks once again rule the battlefield. To 
be sure, there are tanks and then there are 



TANKS. The former, truly awesome by 2Bth 
century standards, include the massive "heavy 
tank", long-reach "missile tank", and fast- 
moving ground effect vehicle. There is really 
only one TANK; die cybernetic attack machine. 
Up lo 50 meters in length and wrapped in three 
meters of BPC plate, once launched these 
unmanned juggernauts seek only to destroy; and 
in the 21st century the TANK is called an 
"OGRE." 

The Ogre battlefield is a 15x22 scrollable 
grid of which about half is visible at any time. 
Rubble and craters restrict or block movement, 
thus giving each field a unique character. Each 
eonlest involves three major phases: loadtrig- 
in or design of a banlefield, defensive player 
placement of units and command post, entry of 
the Ogre and subsequent battle. 

Like many wargamcs. Origin System's Ogre 
recognizes varying levels of victory. In the 
single-player version your primary concern is 
ID prevent the destruction of your command post 
(noniially placed somewhere near the lop of the 
battlefield, farthest from Ogre's entry point). 
Only if a sizable chunk of your forces are intact 
and the Ogre doe.s not escape can you claim 
complete victory. (A nice distinction, since tlie 
Ogre is much more likely to ' 'escape" all over 
your positioii, reducing it to rubble.) In a two- 
player game the Ogre player mu.st destroy 
everything lo claim an uiiblemtshed win. 

Of course, as defender you are not exactly 
without resources. Along wiiii die tanks already 
mentioned, you may deploy long-range (but 
non-movable) howitzers and BPC armor-suited 
infantry units. In fact, diough "standard game" 
battlefields, infantry, and armor units are 
defined for .scenarios involving the Mark UI and 
even more powerfial Mark V Ogres, the 
program itself impo.ses no restriciions upon 
numbers or placement of any unit or upon 
battlefield characteristics. Add the option to set 
ihe ' 'skill level ' of the Ogre you face (in die 
one-player game), and the taaical possibilities 
are endless. 

The game Ls supplied with manuals, reference 
card, and a plastic clip -on radiation exposure 
badge which. Origin claims, "really works", 
(I decided not to test it,) Setup is a snap, 
especially if you start with one of the pre- 
designed battlefields; and explicit pull -down 
menus guide you through each phase. With 
smooth, clear graphics, sound effex^ts, and 
convenient, uncomplicated controls, "Ogre" 
amounts to the niftiest tactical warganiing kit 
ever. 

AmiUibk from: Electronic Arts, 2755 Campus 
Drive. San Mateo, CA 944W3. (415) 571-7171. 
$34.95 
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want to "Discover America", then the way to 
do it is to hop in your car and go. Evidently, 
some people at Looking Ulass Software agree, 
even going the extra niUe to add a touch of 
competition pizazz. In Road Rally U.S.A. you 
race the clock as maps and clues guide your 
travels. 
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Road Rally U.S.A. 

(Educational Simulation) 
Compatibility: 64K Apple II series 
Retjuirernenh: One disk drive 

According to the popular wisdom, if you 



Your objective in this geography learning 
game is to visit all designated sites before the 
Iwelve- minute timer on your dashboard reads 
"00:00", After you select one of seven major 
regions (Northwest, South Central, etc.) and 
difficulty level, a clo.seup "section map" 
appears showing your auto, highways, filling 
Stations, city markers, and such location clues 
as barns, oil wells, and factories. At the lowest 
difficulty level you will be directed to your first 
target city by name; otherwise, you get a clue 
(e.g, ' 'Look for the cowboys here' ' = Dallas). 

From here on the key to success is to locate 
yourself on the appropriate region map card 
(only the cards show route numbers and place 
names) and to make use of the information 
supplied on the back of the card to interpret 
destination clues. Once you have figured out 
where to go and the best route to take, you drive 
to Ihe target where you will be given the next 
destination. An occasional car-ctvinching hazard 
(falling rocks, etc.) and running out of gas can 
cost you an auto (you start witli diree); so you 
need to pay attention when your radio flashes 
a hazard warning and keep an eye on your gas 
gauge. When you reach your last designated 
target the game is over and a score is awarded 
based mainly upon time remaining, accuracy 
of site identification, and cars left. (High scores 
are not saved.) 

Road Rally is a thoroughly enjoyable way to 
get a feel for U.S. geography besides learning 
some useful facts. Displayed and on-card maps 
aie accurate and highways approximate actual 
routes. Well done sound effects and attractive, 
smooth graphics round out a fine educational 
experience. 

Available from: Bantam Software, 666 Fifth 
Avenue. New York, NY 10103. (212) 
765-6500. $39.95 
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Law of the West 

(Conflict Resolution Simulation) 
Companbiliiy: 64K Apple II series 
Requirements: One disk drive, joystick 

Well, pardner, there's not much left of the 
Old West, just a few dusty suluons, boring TV 
commercials, and (thank goodness) some 
computer games. In Afwladc'siavvo/f/re West 
you are the sheriff of Gold Gulch, a rough little 
place straight out of "Gunsmolce". Here you 
encounter the expected mix of peaceful 
townsfolk, drifters, crooks, bullies, and 
desperados. Some will test your gunhand; 
some, your nose for crime; and a few will try 
your romantic expeni.se. Each, if only subtly, 
challenges your autliority and ability to maintain 
order. 

Law of the Wesi operates very much like tlie 
training villages employed by some law 
enforcement agencies. You find yourself 
standing near a saloon, hank, railroad station, 
etc, and someone walks out into the street and 
begins the encounter. You might get "Howdy 
Sheriff, I liear you're pretty fast with a gun" 
from a desperado or "Hi Sheriff, i know a 
secret; but I won't tell" from the town brat. 
The program then offers several response 
options generally ranging in character from 
wimp to hard nosed. Each conversation 
normally involves three or tour such exchanges, 
unless someone goes tor a gun. In fact, once 
you get the hang of aiming your '45, you can 
guarantee that YOU won't ever be .shot simply 
by blowing away everyone you meet. (Except 
that this approach pretty well ruins your 
"innocent citizens killed" and "romance" 
scores,) 

Your principal aims in each encounter vary 
according to the context. For instance, you 
would like to become friends with the pretty 
schoolmarm, avoid a shootout with a 
gunfighter, encourage the town doctor to stop 
drinking (otherwise he may not be available 



when you're wounded), etc. An overriding 
concern is to prevent crime; so you may have 
to dig to obtain warning of an impending bank 
robbery. Each such alert switches you to llie 
scene and you have a chance to chali up a few 
"grime prevention" points. If you are not killed 
i"irst, after fifteen or so encounters the game 
ends and your performance is scored. 

Lav of the West is attractive, fun to play, and 
surprisingly challenging. Evidently, a fair 
amount of thought went into the conversation 
sequences (making tlie game an excellent mode! 
tor real world human relations training 
packages). Except lliat high scores are not 
saved, the main weakness is the obvious limit 
on replays (there are only about a dozen 
characters) once a player becomes adept in the 
role of sheriff. For best value, you may wish 
to reseire the game for parties; it's sure to he 
a hit. 

Available, from: Accolade, 2fl863 .Stevens Creek 
Blvd.. B-5/E, Cupertino, CA 95014. (408) 
436-0900. S34.95 

GRFX S.«. PLAY DIFF INTR GAME 



07 05 07 06 07 0? 

Paul Whitehead Teaches Chess 

including 

Coffeehouse Chess Monster 

(Chess Tutorial/Player) 
Compatibility: 64 K Apple II series 
Requirements: One disk drive; printer optional 
Before comp uteri;, would-be wood pushers 
used to learn how to play chess via instroction 
at the hands of a chess player and/or by studying 
'how to' books. Hence the proliferation of such 
titles as "Learn Chess Fast", "They Laughed 
When I Sai E>own to Play " , etc. The advantages 
of the guru-plus-books approach arc obvious, 
since learning the game involves both learning 
how tlie pieces move and a chance to maneuver 
them against an active opponent, Formnately 




for those long on desins but short on gurus, Paul 
Whitehead and his pai, the "Coffeehouse Chess 
Monster" are ready to lead you into the 
wonderful world of forks, pins, and open flies. 
Paul WJiitekead Teaches Chess (PWTC) is 
a collection of discussions accompanied by 
exarnpies and pictorial illustrations. Where an 
example involves a move sequence, you are 
ahie to step through the moves, obtaining 
additional commentary where warranted, A key 
feature of the experience is the ready 
accessibility of a chess playing program 
(acmally a pretty good one) named the "Chess 
Monster' ' . Here you may experiment with the 
mtorial posidon IVom either side and then return 
to the tutorial. 




HTHTO^ 



Each mtorial unit is an instructional jewel, 
but much of this effort would be wasted were 
it not for careful organisation. PWTC makes 
sure Qie units and sub-units arc annngcd so that, 
as you move through the program, everything 
makes sense. Beginning with "Main Topics" 
("P.ules", "Tactics for Each Piece", "Opening 
Principals", and "The Endgame") all you need 
do is select topics and sub-topics according to 
your own interests. Vou may or may not chcxjse 
to immerse yourself in, for example, knight 
tactics. If you do, you won't suddenly encounter 
a di.scussion on bishop pins; nor are you likely 
to miss something important concerning knight 
tactics. To help you plan your quest PWTC 
includes a large, detailed map of die package's 
topics "tree." 

Evidently, the program is vinuaily fool 
proof, at least regarding getting lost. At one 
point, after several switches to and from the 
"Monster", I took a wrong turn and wound up 
'elsewhere'. Since all branches eventually 
return to the "Main Topics" menu, I was soon 
unlost and ready to go on, (Acmally, it's ftin 
to wander around the program just to .see what's 
there.) The hardcopy documentation, except for 
the map, is a weakness; but odieiwise, die 
package is first rate. Offering a very flexible, 
interesting learning environment, Paul 
Whitehead and the "Coffee House Chess 
Monster" have teamed up to produce an in- 
depth, action-packed route to chess mastery. 
Available from: Enlightenment, 1240 Sanchez, 
San Francisco. CA 94114, (415) 641-9131, 
$49.95 
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Super Boulder Dash 



1 




(Arcade) 
Compatibility: 64K Apple II series 
Requirements: One disk drive, joystick 

Once again as the spelunking Rockford you 
enter the marvelous sub-surface world of 
precariously balanced boulders, sparkling 
(iiamonds, and explosive fireflies. Your primary 
objective In each of Bouiderdash //'s sixteen 
new caves is to reach the exit without being 
crushed, blown up, or tr^ped, until finally you 
reach the surface. If you are unacquainted with 
magic butterflies and other denizens of the 
depths, then you will wani to start with the 
original game. I'hc Electronic Ans Super 
Boulder Dash package offers both versions. 

To get through a cave you ninnel Through the 
canh, racing against time to collect diamonds 
which vanish when touched, adding to your 
Score. (Each 500 points gets you an extra life.) 
Wlien you have the required number of 
diamonds, the screen flashes once to indicate 
the exit has opened. Leaving a cave ffdds poiris 
for any time remaining, resets the timer, and 
viola!, you're in the next cave. 

Sounds easy, doesn't it? Well, there are good 
reasons why every quick -sticking kid on the 
block isn't a Boulder Dash master. First, the 
eanh is full of boulders strung out and stacked 
in various, often hair-trigger, patterns. Single 
boulders can be pushed along a tunnel, and 
some clever undermining can drop whole 
columns: but a falling boulder or diamond 
squashes Rockford like a toad. Even more 
troublesome are the pyrotechnic insects which 
seem e.5peciany attracted to tunnels. Touch any 
of these and you can scratch one life. They are, 
however, liable to ignition via dropped boulders 
and very handy for blowing holes in otherwise 
impassable walls. 

Each cave offers one or more puzzles of 
varying complexity. Starting otT, these are 
simple and limited in scope (e.g. how to get 
dirough a wall to collect some needed 
diamonds) . Later caves produce more involved 
challenges, such as what to do about a tunnel- 
fdling amoeba. In fact, the principal attraction 
of Bouiderdash II is its somewhat mort; 
complex, more entertaining brain teasers. 
Finally, you do not have forever to figure out 
what's going on. Running out of time, like 
getting mashed, forces a fresh start in a cave. 

Though the continued failure to maintain an 
oil-disk high scores record is disappointing, 
Boulder Dash remains an excellent 
entertainment value with wide appeal. Time 
pressure is not severe so success depends as 
much upon a feeling for the game's physics and 



puzzle busting as upon arcade skills. The game 
is fun, however, largely because the mechanics 
are &n. Feamring responsive controls, good 
sound, antl superb graphics, Bouiderdash 11 
elevates an arcade favorite to the status of a 
computer gaming classic. 
Available from: Electronic Arts, 2755 Canipus 
Drive, San Mateo, CA 94403. (415) 571-717]. 
$39.95 

GRFX S.H. PLAV DIFF INTR GAME 



07 07 08 07 



Mind Pursuit 
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(Knowledge game) 
(for one to four players or teams) 
Compatibility; 64 K Apple II series 
Requirements: One disk drive; SpeeDemon 
optional 

When Trivial Pursuit hit the board game 
market like a bombshell, computer game 
designers were quick to see their own medium's 
potential. What, afler all, could be more made- 
for-computer than a data base with a few bells 
and whistles? The resulting packages, while not 
altogether unsuccessful, have demonstrated that 
a worthwhile trivia game is not such a trivial 
design task. Practically everyone 
underestunatea human memory; and publishers 
have been shocked hy the rapidity with which 
several hundred juicy questions become 'old 
favorites' and, thus, obsolete. A good many 
otherwise decent knowledge games iiave proved 
to be remarkably short-lived entenainmcnt 
values. 

Mind Pursuit is DataSoft's new entry in the 
trivia sweepstakes. Modestly labeled "the 
ultimate lest of information and knowledge", 
the game features a large question base covering 
five areas: science and nature, history and 
geography, TV and films, sports and games, 
and cidture. Questions occupy two diskette sides 
with at least one supplemental question diskette 
available from the publisher. 

Recognizing that flexibility and variety in 
format play a major role in otherwise dry 
question-answer contests. DataSoft offers 
occasional sound and picture clues plus several 
game arrangement options. You can play the 
mainly-text version to a preset point or time 
limit; or you may choose to race along a Chutes 
and Ladders -type gameboard; both variations 
can be played with or without a question timer. 

Since each question's category is randomly 
selected (you press a key to stop the roll of an 
on-screen die), Mind Pursuit mitigates the 
impact of chance by offering questions in three 
flavors. FiU-in-die-blankers score 10B points, 



multiple choice types are worth 50; and you 
make just 23 points on true/ false questions. 
Except on the gameboard, wrong answers 
subtract: so the correct strategy might just 
balance an over-confident opponent's edge in 
knowledge. On the gameboard, question 
'flavor' availability is limited by point value of 
accessible squares. Hen; strategy involves such 
choices as selecting a 50-pomter to traverse two 
25-point squares or taking a shoncui consisting 
mainly of 100-point .squares. Finally, a sixth 
"Grab Bag" category awards an accurate 
response with a shot at another question on the 
same turn. 

As claimed. Mind Pursuit evidences 
significantly reduced occu ranee of question 
repeats vis-a-vis similar products. Game spe«d 
is adequate, though still perhaps half what it 
should be; and there is no provision for saving 
and displaying winning score.i;. Still, of the 
several trivia/knowledge buffs who tried the 
game all proclaimed it the best, most enjoyable 
computer contest of its kind. Smooth running, 
attractive, and challenging. Mind Pursuit is a 
solid investment in parlor gaming ftm. 
Available from: DataSoft. 19M08 Nordhoff 
Place, Chatsworth, CA 9]3n. (818) 886-5922. 
$29.95 (Supplemental Diskette: 514.95) 
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The Eidolon 




(Maze A rcade-Ad venture) 
Compatibility: 64K Apple U series 
Requirements: One disk drive, joystick optional 

There's no telling how many daring explorers 
have wandered through Argon House m the 
roughly ninety years it's been deserted. 
Certainly, finding tiie hidden basement was a 
piece of dumb luck. Or, maybe it was fate. 
Perhaps YOU were meant to unravel the 
enigma of the beautifully crafted device (a time 
machine?) resting in the center of what appears 
to be a laboratory. A yellowed journal (the 
records of old Josef Argon himself!) only 
confirms these speculations. This machine, you 
read, is named 77ie Eidolon, but where it goes 
not even its eccentric creator was prepared to 
guess! 

The word "Eidolon" equates with 
"phantom", "ignormus", "figment", etc. ~ 
tliat which is but really isn't or, at least, 
shouldn't be. All aptly characterize the strange 
grey labyrinth to which The Eidoltm transports 
its passenger. Here your craft moves about 
freely, though some care must be exercised to 
avoid power-draining contact with the place's 
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odd inhabitants. Fortunately, the controls are 
easily mastered and responsive. Better yet. the 
maze's physics supply energy and some 
valuable new capabilities via variously colored 
"fireballs" and jewels which The Eidolon can 
capture as well as launch. 

Red, the journal informs you, repels most 
creatures, sometimes transforming one into a 
jewel; yellow recharges your power reserves; 
green changes one creature into some other; and 
blue seems to back up time a tew ticks. As for 
the jewels, they are clearly the keys to ma.stering 
the dragon guardians of the portals between 
levels. (Argon theorized there are seven such 
portals, though the journal ends with only 
expressions of optimism that a breakthrough 
was near.) Impressive; but you soon come to 
realize that this catalogue is but the beginnings 
of an involved set of bizaare relationships. 

As in Activision's Hacker. Epyx's 'The 
Eidahm leaves much about how things operate 
to be discovered by the player— a nice ploy 
when it works, and in this game it works very 
well. At the start you know which instruments 
indicate proximity to a pf)rtal, heading, active 
fireballs and jewels, elapsed time, and power 
level. You are also aware that if power reaches 
zero or time runs out, poof! , you wind up back 
in the lab. The journal neglects to mention that 
if your return is timer-prompted you must 
reenter at the beginning level; whereas a no- 
power return allows reentry at the level vacated. 
(Valuable information, since there is no game 
save option.) 

Every once in a while you come across a 
game so refreshingly different, yet so wierdly 
alien that doubts may arise as to its terrestrial 
origins. 77(e Bileswad and Ankh are examples; 
an elite group now joined by The Eidolon. 
Despite temporal constraints, pacing is 
liesurely, so there is plenty of time to explore 
a very interesting, increasingly convoluted 
environment. Fascinating in concept, The 
Eidolon will transport you to many hours of 
mind-blowing fun. 

Available from: EPYX, 1043 Kiel Court, 
Sunnyvale, CA 94089. (408) 745-0700, $39.95 
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The Great International 
Paper Airplane Construction Kit 




(Design/Construction Activity J 
Compatibility: 64K Apple D series 
Requirements: One disk drive, dot-matrix 
printer; second drive, hard disk optional 

Beyond question, the design, production, and 



flight of paper airplanes ranks high arnong 
man's more rewarding liesure time pursuits. 
Here creativity and craftsmanship meet their 
ultimate challenge and any test launch may 
signal dramatic breakthroughs. (Will the Zarf 
B's radical new wing configuration give it the 
lift and stability to surpass the Zarl' A's hall flight 
record? How will it handle air conditioner vent 
turbulence?, etc.). Recognizing the obvious 
potential for computer-aided design and 
manufacturing in such a high-tech field, Simon 
& Schuster has introduced a CAD/CAM 
package guarenteed to revolutionize your paper 
airplane development capabilities. 

The Great International Paper Airplane 
Construction Kit ("GIPACK") consists of an 
80-page large- format manual, reference card, 
and diskette. After describing program 
operation and offering a few helpful hints, the 
bulk of the manual is devoted to the thirteen 
planes available on the diskette. There is a 
photograph of each plane, a short blurb 
describing awards won and flight 
charaacristics, and how-to diagrams for cutting 
and folding. Later on, each of the diskette's hi- 
res templates is reproduced, both with and 
without markings. The remaining pages depict 
available markings (e.g. wing flaps, logos, 
numbers, etc.). 

Since the program's only functions are to 
access and printout plane templates (standard 
hi- res picture files), you will need to call upon 
your favorite graphics utility to modify existing 
designs, create new ones, and to lift and add 
markings, (The manual recommends "Mouse 
Paint".) 

GIPACK is a clever idea which just happens 
to produce paper airplanes that actually 
perform. The archetypal executive status 
symbol, yet suitable for children of all ages, 
it will produce many afternoon's worth of 
fodder for the active hand and mind. 
Available frotn: Simon & Schuster, 1230 
Avenue of the Americas, New York, NY 
10020, (212) 333-2882, $29.95 
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War or Peace? You Decide! 
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(Crisis Management Simulation) 
(for one or more players) 
Compatibility: 48K Apple 11 series 
Recjuirementx: One disk drive; second drive 
optional 

Suppose, as the American president, you 
receive information that the U,S.S.R, may be 
preparing a 'first strike"; or perhaps you are die 



President'.s opposite number in Russia, and it 
is the U,S,A. which may be preparing a little 
nuclear surprise. What do you do? Bright Ideas 
offers these and four other scenarios in its 
foreign policy studies / crises management 
package: War or Peace? You Decide! (As might 
be expected in an educational package subtided 
"Decision- Making in a Nuclear Age", if you 
decide upon war there is a very good chance 
you blew it!) Your objective, basically, is to 
get your side (and. hopefully, die world) 
through a crisis in one piece. 

War or Peace proved a real surprise; not at 
all the set of boringly easy exercises I had 
feared. The manual, which includes a well- 
designed "Teacher" section, begins with a very 
readable, lucid, and informative discussion of 
current major power nuclear force and foreign 
policy issues. Though rather lengthy, it turns 
out to be just the right preparation for some very 
tough decision making. 

Except for a few essentially decorative hi- 
res displays, the game employs a pure text 
format. Each crisis scenario is preceded by 
force stams listings following which you may 
choose die role of U.S. President or Chairman 
of the U.S.S.R, Situation bulletins, intelligence 
reports, etc. then begin to outline the problem. 
You receive advice from crisis team members 
(e.g. Secretaries of State and Defense, C.I. A. 
Director, Joint Chiefs) and select from among 
several options. As program documentation 
observes, you can't be certain that any one 
source is endrely accurate, the options may not 
be all you might wish, your orders will not 
always be carried out exactly as intended; and, 
of course, you don't have all day I (A countdown 
timer allows three or four minutes, after which 
the the computer makes the decision for you.) 
The effects of your choice will usually lead to 
another round of report.s, perhaps a 
communication Irom the other side, advice, and 
some new options. Normally, (that is, if you 
and your opposite number can avoid blowing- 
up each other first) a scenario will involve 
several such sequences before the crisis is 
resolved. 

The only flaw, suqsrising in an educational 
package of this quality, is a bit of sloppiness 
in diskette handling prompts and more flipping 
and switching than seems justified on a two- 
drive system. Still, I found War or Peace? a 
remarkably absorbing, entertaining venmre; as 
did others who gave it a try . The scenarios are 
well-planned and realistic, with just enough 
built-in randomness so that one does well not 
to take the other side's responses for granted 
in any replays. (Even so, invading Cuba without 
my direct order was a bit much.) An excellent 
learning experience which just happens to be 
the perfect ice-breaker for your next get- 
togedier. War or Peace? is one decision you 
won't regret. 

Available from: Bright Ideas, 52 Exeter. 
Portland. MN 04102-2839. $49.95 

GRFX S.M. PLAV DIFF INTR QAHE/EO 
04 03 07 07 08 07/08 j 
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taking the wiz out of... 



Wizardry 



by Rob Hall 



Requirements: 

A Wi/,urdi-y program 

A good secEor editor 

A sceuaria disk with sis cliaracters 

A blank disk to copy your scenarts disi; 

Moat veteran wizai'dry players know that, in 
"Proving Groiind.'i ", it voiir Bishop 
successfully "Identifies item number "9", he'll 
receive 100, 0M, 000 experience points. Also, 
it he succcssfuily "Identities "S". thcchuraetcr 
below the bishop will reedve 108.000,000 
experience points. And by "Idemitlng "J", he 
gives the charactci" belmv him 100,000,000 gold 
pieces. This technique allows you to create 
almost tmbeatable characters in "Proving 
Grounds" and when you transfer your 
characters to "Knight of Diamonds", they keep 
their experience and powers, But just when you 
think you've g(vt all the an.iwers Sir Tcdi throws 
you a curve. 

Yes, this technique doesn't work with 
"Legacy of Llylgamyn" and you can't just 
transfer your characters from a previous 
scenario, you must perform a "rite of passage" . 
This "rite of passage"" creates new characters 
who arc descendants of your characters, but 
have minimal experience and power Are all 
those months, even years, of wandering thix)ugh 
dungeons and tunnels, "lost forever"?? Not if 
you grab your handy sector editor and read on. 

The Scenario Disk 

In all the Wizardry games, the scenario disk 
IS the key to your adventure. On this disk is 
stored all the information ahniit the ma?o, ihii 
monsters and your chariicU'r:i. Your character 
information is usually Incaled im track SI A, 
sector $01 through track SI B, sector S0F (track 
$ID for "Proving Grounds"). This infonnauon 
is $CF bytes long and is formatted as follows: 



bytes 


infartnation 


00 


Number of letters in name 


01-0F 


Name (15 letters tnaKimum) 


10 


Number of letters in password 


ii-lF 


Password {16 lettersmaxjrtiutr) 


^: 


(101) character is "on expedition 




(S00) character is avai lable 


m 


Race: see Table i 



24 


Class see 


Table 1 1 


26-27 


Age see Table HI 


28 


Life. (S03) character is OK, 




($0S) Indicates character is dead 




($07) mdicates character is lost 


2A 


Alignment: 


see Table IV 


2C-2F 


Gharscreristics: 




(SS2 4A 52 


4A IS perfect) 


34-3S: 


Gold: see 


Table V 


3A 


ff of pieces of equinment (8 tnax) 


3C-7B 


Equipment 


information; see Table VI 


7C-30 


Experience 


(1 iXe gold: see lable V) 


82 


Last level 


ot character 


84 


Current level ot ctiaracter 


B6-a7 


H of flit points character has 


88-89 


max * of Is 


It points you can possess 


8A-9! 


Type ot spel Is. see Table VI 1 


92 


H of level 


1 rnage spel Is can cast 


94 




2 


96 




3 


98 




4 


9A 




5 


9C. 




6 


9t 




7 


A0 


* ot level 


I priest spei Is can cast 


A2 




2 


A4 




3 


A6. 




4 


A8 




5 


AA 




6 


AC 




7 


AE-AF 


Last armor 


class 


B0-B1 


Current armor clasS 


B6-BF 


Measures effect of weapons & items 


CE-CF 


Indicates 


lionora 



Now that you know how your character is 
formatted, it's time to turn your whnp into a 
wizard. 

Using the Sector Editor 

Before creating your new character, you 
should make backup copy of ytxir scenario disk. 
The scenario disk is not copy protected so you 
can use COPYA or any fast copy program to 
duplicate it. To get titc most out of this 
pmcedure. I recommend that your scenario disk 
contains at least six characters you would like 
to strengthen. 

For a start, read track $1A or $1B ($1D for 
proving grounds) to do some investigation 
vt'ork. The locution of yourchtiracLer within it 
sector or track will vary depending on the 
sequence thai youi character.s were cteated on 
the disk. However, h is easy to find the 
beginning of your character's iaformaiion by 
Itwking for the flashing ASCII representation 





Table I 


01 


Human 


02 


Elf 


03 


Dwarf 


04 


Gnome 


05 


Hobbit 



of your charactcr"s name. This will be the first 
line ot Jntormaiion. bytes 59) to 3>BP (remember 

that byte SM is the number of leiters in your 
character's name). 

If you're lucky, your character's information 
will start at rhc start of a sector. However, it 
is more likely ihiii your character' ^ information 
will stun in the middle of a sector. This is 
because each character's information block is 
only $CF bytes long and new characters are 
added inimediately after ntd characters. It" your 
character docs not start at byte ol a sector, 
count bytes starting with the byte to the left of 
your character's name (starting iU V>) mid use 
the chart to find the feature you want changed. 





lat>lo 11 


■00 


Fighter 


01 


Mage 


02 


Priest 


03 


Thief 


04 


Bishop 


0b 


Samurai 


06 


Lord 


07 


Ninja ' 



Unfonunatelv. the character's inlbrmation is 
usually not ordered in sequential sectors 
(siurliii^ with sceioi Si and linishing in sector 
.S2). h is usually in reverse order (starting with 
sector SF and nnishjiig in sectoi SE) ui may 
jump from the beginning of a track to the end. 
Careful attention to the length of each 
character's information block and a little trial 
and error can solve this problem 

The Little Fix 

Along with the literature Sir Tech provides 
with its program, a note warns of tampering 
witli the characters: "While it may seem 
appealing to use these products (cheat 
programs), wc urge you not to succumb lo the 
temptation. It took more than four years of 
careful adjustment to properly balance 
Wizardi7. " Well, it took me all of last summer 
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Table III 

Age is calailaied using hytes S26 iind 
$27 uiidei' the lollowing formula: 

l(S26) / S34j + [(S27) X 5] 
= years of character fdccimalt 

Therefore, if S26 and S27 are $m and 
S04 respectively: vuur ctiaracier's age is 
24. 



to get through "Proving Grniinds" even using 
the blshcjp iricli. If ihcse ganicK arc really 
balanced, those dungeon monster.'; sure weigh 
^ lot. Ill fact, I was quite surprised at the number 
of items 1 never came across when I played 
Proving Grounds and Kuigtit of Diamonds the 
normal and laborious way. Wouldn't it be nice 
10 ui;e y "grent mage wand" for a change? 

Anyway, for those afraid to upset the proper 
balance of a Wizardry game, may 1 suggest the 
"little f\x": 

• change the gold bytes ($:14-1H) to "0fl 00 
88 01 00" • change the cxpericnec bytes 
(S7C-80) to "flB 00 00 01 00" • ttJke your 
character to the ■■Adventurer's Inn" and have 
him "rest" there .several times. 

This method will allow your character to 
progress normally, iearnlng und acquiring 
normal spells and powers. It will also give hitn 
enough hit points to survive most levels. In 
addition, you now have the money to buy the 
items you want from Boltac's Trading Post. 









Table IV 


01 


Good 






02 


Neutral 






03 


Eyi 


' 












Table 


V 




Gold 


is calculated by bytes S34 to S3 8 


using the following 


formula: 


byle 


J34, 


isi 


nybble; 


16'.s place 






2nd 


nybble: 


I's pisce 


byte 


135, 


1st 


nybble: 


4,096's place 






2nd nytble: 


256's place 


byte m. 


1st 


nybble: 


I60.000's place 






2nd 


rrybbie. 


10,000'5 place 


byte 


m. 


1st 


nybble: 


40,950,003's place 






2nd 


nybble: 


2.560,00fl's place 


byte 


S38. 


1st 


nyhble: 


1.500. 003, 000 's place 






Jnti 


nybble 


100,000,000'splace 




Expe 


rience is calculated in the same 1 


way by bytes S7C to S80. 



The Super Lord 

Aiid for those who have no mercy tor 
monsters and the creatures of the dungeon. I 
suggest the creation of a "super lord": 

• change the cla.ss byte ($24) to "06" • 
change age byte.s (426-27) to "00M" • insure 
life byte ($28) is ■■00" • insure alignment byte 
(KA) is "01 " • change the characteristic bvtes 
($2C-2F) to ^'52 4A 52 4A" - change'the 
gold bytes (S34-38) to "00 00 00 00 0V ' • 
change equipment possession byte ($3 A) to 
■*08" • equip the character with eight items 
as explained in Table VI 









Table VI 




Each piece of equipmen 


is represented by an eight byte .Mring , The string contains the | 


following: 










byie 1 


Status of 


possession (S0D = unequi 


ped, J01 = etiuiped) 




byTe 2 


not used 










byte 3- 


not used 










byte 4 


not used 










byte 5. status of 


equtfffltent (300 = unident 


if led. S01 = identified) 




byte 6: not used 




■ 






byte 7 and 8: actual equ 


pment 




When giving a character a piece 


of oquipmenti insure all ■'not nsed" byte.', are $00, set 


byte 


#1 to $00 (unequipcd), byte 


M5 ui $01 (identified), and bytes fll-HS as foilow.s: 




Proving 


Grounds Of The Mad Overlord 


7.'B 




7/8 




7/8 


Byte 


Equifimeni 


Byte 


Equipment 


Byte Eaui pment 


0100 


Long Sword 


0200 


Short Sword 


0300 Anointed Mace 


0400 


Anointed Flat 1 


05.00 


Staff 


0600 Dagger 


0700 


Smalt Shield 


0890 


Large Shield 


0900 Robes 


0A0e 


Leather Armor 


0B00 


Cham Mai 1 


0C00 Breast Plate 


0D00 


Plate Mail 


0E00 


Helm 


0F00 DiDS Potion 


1030 


Latumofis Pt5t 


1103 


Long Sword + I 


1200 Short Sword + 1 


1300 


Mace + 1 


1400 


Staff ot Mogrel 


1500 Scroll/Katlno 


1600 


Leather +1 


1700 


Cham Mai 1 4 1 


Ig00 Plate Mail + 1 


19B0 


Siiield t I 


1A00 


Breast Plate + 1 


1B00 Scroll/Badlos 


1C00 


ScroM/Halito 


1030 


Long Sword - 1 


1E00 Short Sword - 1 


ir00 


Mace - I 


2000 


Staff + 2 


2100 Dragon Slayer 


2200 


Helm + 1 


2300 


Leather - 1 


2400 Cham - 1 


2500 


Breast Plate - 1 


2600 


Shield - 1 


2700 Jen^eled Amulet 


2800 


Sc'ol 1 /Sadies 


2900 


Potion of Sopic 


2A00 Long Sword -^ 2 


2B00 


Short Sword +-2 


2003 


Mace + 2 


2D00 Scrol t/Lomi twa 


2E00 


Scroll /Oil to 


2F00 


Copper Gloves 


3000 Leather + 2 


3100 


Cham + 2 


3200 


Plate Mail +2 


3300 Shield + 2 


3400 


Helm + 2 (evi 1) 


3500 


Potion ot Dial 


3500 Ring of Porftc 


3700 


Were Slayer 


3800 


Mage Masher 


3900 Mace Pro Poison 


3A00 


Staff/Mont irio 


3B00 


eiade Cusinarf 


3C00 Amulet/Manifo 


3D00 


Rod of Flame 


3E00 


Evi 1 Chain .+ 2 


3F00 Weut P-M31I + 2 


4000 


Evil .Sfiield f 3 


4100 


Amiet/MakanltD 


4200 Diadem of Ma lot 


4330 


Sc.ro 1 l/Badial 


4400 


Short Sword - 2 


4500 Dagger + 2 


4500 


Mace -2 


4700 


Staff - 2 


4800 Dagger of Speed 


4900 


Cursed Robe 


4A00 


Leather - 2 


4600 Cham - 2 


4C00 


Breast Plate - 2 


4D00 


Stiieid - 2 


4E00 Cursed Helmet 


4F00 


Breast Plate + 2 


5000 


Si Iver Gloves 


5100 Evil Sword r 3 


5200 


Evi 1 Ssword + 3 


5300 


Thieves Dagger 


5400 Breast Plate (3 


5500 


Lords Garb 


5500 


Murasaitia Blade 


5700 Shun hen 



• change the experience bytes (S7C-B0) to 
"00 00 00 00 01 '■ • change level bytes ($82) 
aiic! (S84) to "60" • change status byte."; 
(S86-87) to "00 03" • change hits bvies 
($88-89) to "0O03" • change spell type byte.s 
(S8A-91) to -'FE FF FF FF FF FF 07" • 
change spell bytes ($92-AO w "09 00 09 00 
09 00 09 00, etc." • equip your lord in 
"camp" or at "Gigiiinesh's luvcrn ' This 
will give you a ''super being'' which will defeat 
all your foes, if you play your "spells" right! 

Other Uses 

There are quite a> few »tlier uses for ytnir 
sector editor. For in.stanec. Sir Tech will charse 
you SI 5.00 to delete a password you have 
forgotten. Now all you have 10 do is to insert 



S00 fi-oni bytes S10 to SIF to delete your 
password or better yet. Just look at these bytes 
to .sec your password. 

If yon have a power failure or you 
accidentally press reset while you're playing 
Wi2ardry, your character's record on the disk 
will be logged as "'on expedition". Normally, 
you would not be abk- to use your character 
until you recovered it u.sing the utility recover 
program. Now you may recover your character 
on your, own by placing a ' "SBO" in byte 520, 

If you own Legacy of l.Iylgamyn and have 
always had less then twenty characters on your 
scenerio disk you will be in for a .surprise. As 
you examine the character information sectors, 
you are likely to find many ghosts of past 
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5800 


Cham Pro Fi re 


5900 


Evil Plate + 3 


5A00 Shield + 3 


5B0S 


Ring of Heal ing 


5C0e 


Rmg Pro Undead 


5000 Deadly Ring 


5Eg0 


Werdna's Airulet 


5F00 


Statuette/Bear 


6000 Statuette/Frog 


5100 


Sforize Key 


6200 


Si Iver Key 


6300 Gold Key 


6400 


Blue Ribbon 












Knight of Diamonds 


Same as "proving grounds" with the rollowing exceptions: 


7/8 




7/S 




7/8 


Byte 


Equipment 


Byte 


Equipment Byte Equipment 1 


5E00 


Rod of Raising 


5F00 


Atrulet of Cover 


6000 Robe + 3 


6100 


Winter Mittens 


5200 


fJkic- Pro Magic 


6300 Staff of Light 


6400 


Long Sword + b 


6&00 


Swd, -'■Swinging 


6600 Priest Puncher 


6700 


Priest's Mace 


6800 


ShSwd. /Swinging 


6900 Ring Pro Fire 


5A00 


Cursed + 1 Plate 


6B00 


Pia7e + 5 


6C00 Siafi of Curing 


6D00 


Ring of f^egen 


5E00 


Metantorph Ring 


5F00 Stone Stone 


7000 


Dreamer's Stone 


7100 


Dairien Stone 


7200 Great Mage Wand 


7300 


Com of Power 


7400 


Stone of roDth 


7500 Mind Stone 


7600 


Stone of Piety 


7700 


Blarney Stone 


7800 Amulet of Skill 


7900 


Amulet of Ski 1 1 


7A00 


Great Wage Hand 


7Ba0 Coin of Power 


7C00 


Staff of Gm Ida 


7000 


Hra^hnir 


7E00 Kod's Helniei 


7F00 


Kod's Shield 


8000 


Kod's Gauntlets 


8100 Kod's Armor 






Legacy Of Liylgamyn 


7/B 




7/B 




7/8 


Bjite 


Equipment 


Byte 


Equipment 


Syte Equipment 


0104 


Hauljeek 


0204 


Breast Plate 


0304- Plate Armor 


0404 


Sal let 


0504 


Poiion of Dios 


0604 Latuirofis Oil 


0704 


Stiort Sword + 1 


0804 


Broadsword + 1 


0904 Mace + 1 


0A04 


Battle Axe + 1 


0B04 


Hynchaka 


0C04 Dagger + 1 


0004 


Katino Scrol 1 


0E04 


Cuirass + 1 


0F04 Hauberk + I 


1304 


Breastplate + 1 


1104 


Plate Armor + 1 


1204 Heater + 1 


1304 


Base met 


1404 


Iron Gloves 


1504 Bad I OS- Scroll 


1604 


Halito Potion 


1704 


Short Sword - 1 


1804 Broadsword -1 


1904 


Mace - 1 


1A04 


Dagger - 1 


1B04 Battle Axe - 1 


1C04 


Margau3:'s Flal 1 


1D04 


Bag of Gems 


1E04 Wizard's Staff 


1F04 


FlamstougLie 


3004 


Round Shield - 1 


2104 Cuirass - 1 


2?04 


Hauberk - 1 


2304 


Breastplaie - 1 


2404 Plate Armor - 1 


2504 


Sal let ■ I 


2604 


Sopic Pfii Itre 


2704 Gold Ring 


2804 


Salamander Ring 


2904 


Serpent's Tootfi 


2A04 Short Sword + 2 


2B04 


Broadsword + 2 


2C04 


Baitle Axe -^ 2 


2D04 Uory Dagger 


2E04 


Ebony Dagger 


2F04 


Amber Dagger 


3004 Mace 4 2 


3104 


Mitlinl Gloves 


3204 


Diaiko Amulet 


3304 Cuirass + 2 


3404 


Heater + 2 


3504 


Dispiacer Robes 


3604 Hauberk + 2 


3704 


Breastplate t Z 


3804 


Plate Armor + Z 


3904 Armet 


3A04 


Wargan robes 


3B04 


Giant's Club 


3C04 Blade Cui smart 


3D04 


Shepherd Crooh 


3E04 


Unholy Axe 


3F04 Rod of Oeatfi 


4004 


Gem of Exorcism 


4104 


Bag of Emeralds 


4204 Bag of Garnets 


4304 


Blue Pearl 


4404 


Ruby SI ippers 


4504 Necrology Rod 


4G04 


Book of Life 


4704 


Hook of Death 


4B04 Dragon's Tooth 


4904 


Trol Ikin Ring 


4A04 


Rabbit's Foot 


4B04 Thief's Pick 


4C04 


Book of Demons 


4004 


Butterfly Knife 


4E04 Gold Tiara 


4F04 


Mantis Gloves 


FF03 


Mage's Robe 


FE03 Heater Shield 


FD03 


Round Sfiield 


FC03 


Flai 1 


FB03 Dagger 


FA03 


Battle Axe 


F903 


Hand Axe 


Fa03 Staff 


F703 


Mace 


F603 


Broadsword 


F503 Short Sword 


F403 


Butterfly Knife 


F303 


Orb of Mhuuzfis 


F203 Gold Medal 1 ion 


F103 


Rod of Fire 


F003 


Holy Water 


EF03 Amulet of Air 


EE03 


Staff Of Earth 


EDB3 


Ship in Bottle 


EC03 Crystal of Good 


EB03 


Crystal of Evi 1 


EA03 


Neutral Crystal 


E903 Orb of Earithin 


E803 


Broken Item 








Onte your diuiaciers have the proper equipment, thej 


cuii "etjuip" themselves in "eamp" 


or at 


'Gigamesh's Tavern 


■ t 







explorers. No one is sure where they came 
from! These characters are usviaily ■'lost" {byte 
$28 is "$07") and may have "$00" in byte 
$M (number of letters in name). To resurrect 
these ej^plorers, place a "S00" in byic $28 anil 
place a hex number corresponding to iht' 
number of letters in the explorer's name m byte 
$00. Be careful with these characters. I 
wouldn't trust a character named "6502," 

Table VII 

The type of spells a character can cast is 
determined by bytes $8A to $90. 

bytes: $3A SB BC 8D 8E 8F 90 

all spells: FE FF FF FF FF FF 07 

all mage spells: FE FF 3F 00 00 00 00 

3.JI priest spells: 00 00 C0 FF FF FF 07 

Bach bit in these bytes represents a type of 
spell. If the bit is on ("1"), that spell is known 
by the character. Don't forget that in order for 
a character to east a spelt, he must have ""spells 
left" in that level The "spells let)" are 
indicated in bytes $92-$AD. 



Mage Spells 



byte 8A 



bit 0:nol used 

1:HAL1T0 1 

21MOGREF 2 

3. KATINO 3 

4:DUMAPIC 4 

5:D1LT0 5 

6:S0P1C 6 

7: MAHAL I TO 7 



byte 8B 



byte 8C 



MOLITO 

MORI. IS 

DALTO 

LAHALITO 

MAUORLIE 

MAKANITO 

MADALTO 

LAKANITO 



:Z1LWAN 
MASOPIC 
HAMAM 
MALOR 
HAHAMAN 
TILTOWAIT 

:pst spel 1 
pst spell 



Priest Spells 



hyte 8C 
hit 0:noi used 
l:mage spel 1 
E.mage spel 1 
3;mage spel 1 
4:rrage spel 1 
5:mage spel 1 
6'KALf;i 
7:D10S 

byte 8F 
bit 0:D1ALMA 
1 : BAD 1 ALMA 
2:L1T0KAN 
3:KAN0I 
4:Dl 
5:BADI 
5:L0RT0 
7;MAD1 



byte 8D 
0:BADIOS 
1 : M 1 LWA 
2,P0RF1C 



MATU 
CALFO 
MANIFO 
MONTI NO 
LOMILWA 



byte SE 

ZILWAN 

1 DIALKO 

2 LATUMAPlC 
3:BAMA!U 

4 DIAL 
5.BADIAL 
fi-LATUMOFlS 
7:MAP0RFIC 



byte 90 
0:MABAD1 
I.LOKTOFEIT 
2:MALIKT0 

3;KAD0RT0 
4:not used 
5: not used 
5;not used 
7 'not used 



A character with all ".spell.'; left" is indicaleci 
on the status screen as; 

MAGE 9/9/9/9/9/9/9 
PRIEST 9/9/9/9/9/9/9 
and wc find bytes $92 to $AC arc: 

byte: 

92 93 94 95 96 97 98 99 9A 9B 9C 9D 9E 9F 
value 

09 00 09 00 09 00 09 00 09 00 09 00 09 00 

byte: 

A0 Al A2 A3 A4 A5 A5 A7 AB A9 AA AB AC 
value; 

09 00 09 00 09 00 09 00 09 00 09 90 09 



i 
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part 1: adding a printer card driver to... 



;U, I 



Neivsroom 



by Jerry Lewis 



Newsroom 

Springboard Software Inu. 

7808 Creekridge Circle 

Minneapolis, MN 55435 

Requirements: 

Dcproiectcd Newsroom {COMPUTIST No. 23) 

or a bit copy of Newsroom 
A sector editor with seareh functions 
Blank disk.^ 

Print Shop and Newsroom are two programs 
that are currently enjoying a high level of 
popularity and the use of either program can 
be nipped in the bud when your primer or 
printer card is not supported. After creating a 
page of output wiUi Newsroom, I discovered 
that the list of printer interface cards in the setup 
menu did not include my card. So I did the 
natural thing; t tried all the cards that were 
listed. 

Several hours later it became obvious that I 
had two options if I wanted to use Newsroom; 
buy a new printer card or patch Newsroom widi 
the proper driver routine tor my card. Having 
no use for two printer cards, I opted to patch 
Newsroom. The information presented here and 
a little knowledge of assembly language will 
allow you to patch a print driver into 
Newsroom, but because of individual print card 
variables, this is not a cookbook operation. 

Some of the following is a little technical, 
but do not despair. To conserve space, only the 
results of many hours in front of the monitor 
and smdy of program listings is presented. The 
number of my dead ends and failed attempts is 
not tallied, but even bad results from trial and 
error provided inforrrution. Fortunately you can 
not break anything with programming mistakes. 

Getting Started 

Searching or altering Newsroom requires 
access to the disk and we are fortunate, as a 
softkey for Newsroom was previously published 
in COMPUTIST No. 23. Do not use the 



original disk, but work with only an 
unprotected backup di.sk. Making alterations 
to originals may result in a disk suitable only 
for reformatting. 

My printer card is the predecessor to the 
Fingerprint II reviewed in COMPUTIST No. 
28. The original Fingerprint printer card is 
seldom found in program setup menus, and with 
what I learned from studying Newsroom and 
Print Shop, I have patched several other 
programs widi a ptint driver. The patch 
presented here for the original Fingerprint card 
will work, but is presented primarily as an 
example. 

Driver Ctiaractcristics 

A print card driver is a short routine that 
bridges llie gap between the graphic program 
and the printer card. Each card manufacmrer 
and programmer has its own way of doing 
things, and as a result, the driver routine must 
be tailored to satisfy the requirements of both 
the card and the program. There are few 
absolutes, and each program to be patched has 
to be studied to determine how to meet both 
objectives. Even with all the different printer 
cards, the basic requirements of a driver routine 
are simUar, its the methods of meeting those 
requirements that differ. 

There are three things that all print drivers 
need to do: (1) turn on the card, (2) send the 
data, and (3) turn off the card, A driver routine 
is this simple, but keep in mind there arc a 
couple problems that have to be handled along 
the way. The first thing to remember is that the 
printer is a mechanical device and is S-L-O-W 
cotnpared to the speed of your Apple. The 
results of this speed disparity is that if you sent 
the data lo tlie printer with the speed of your 
Apple, the printed output would contain only 
a small part of your data. 

To ensure that all the data sent is printed, the 
printer tells the card if it is busy (printing) or 
not, and by sending data only when the printer 
is not busy, all the data wiU be printed. The 
' 'busy .signal' ' may be monitored by the ROM 
on the printer card or the driver may have to 
do the checking. The determination of printer 
status usually requires reading a slot memory 
location until the value retarned indicates the 
pri[iter is ready to receive data and may involve 



detecting the change in a single bit. 

There is another consideration that has to be 
taken into accoimt by the program, and that is 
how to handle slot access. Most Apple users 
Install their printer interface card In slot one, 
but since this may not always be the case, the 
program must allow for use of a different slot, 
Slot access not only applies to the slot Input- 
Output (I/O) addresses, but may include 
addressing of onboard ROM, As we shall sec, 
various programs use different methods of 
handling slot acccsii. 

Printer Card ROM 

There are two memory areas available for use 
by an onboard printer card ROM: 1) the 
dedicated 256 bytes occupying SCxOO to $CxFF 
(x = slot), or 2) the .shared 2K memory area 
$C800 to SCFFF. If the printer card has 
onboard ROM using the SCxM area, the driver 
routine will have to know the slot being used 
m access the ROM, Those cards with ROM that 
use the 2K memory area must have sole use of 
that memory area; therefore, the driver routine 
must first access memory location $CFFF to 
turn off all slot ROMs before turning on the 
printer card. 

Some printer cards have specific 
requirements. The cards with ROM may 
require slot information in a certain register 
upon entry into the ROM or the card will only 
accept values of data with the high bit set (values 
$80 or greater). About the only thing you can 
count on from program to program is that the 
data to be printed will arrive at the driver in 
the accumulator. 

Getting the Driver 

Before I could patch Newsroom, I needed the 
driver for my printer card. The documentation 
that came with my card did not contain a sample 
driver routine, so I sent a letter to the card 
manufacturer requesting the information. While 
waiting for a reply, I figured that since I was 
already using Print Shop, it was a possible 
source tor my driver routine. 

I used CIA's disk search utility. The Tracer, 
and searched an unprotected copy of Print Shop 
to locate the driver routines. I took advantage 
of the fact tliat many of the "intelligent" 
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interface cards use the SC8O0 memory area and 
searched the Print Shop disk for a reference to 
$CFFF (this soft switch turns off all peripheral 
card ROMs using the SC8(M area). I located 
the driver routines antl iiftcr u bit of study, 
identified the specific one for the Fingerprint 
card. I have since found tiial locating one driver 
is usually enough to locate all the drivers, as 
they are normally grouped together. 

Using the driver from another program 
requires that you determine how tliat program 
uses the driver. Once you know how die driver 
routine works in the source program, you then 
need lo determine how the destination program 
handles data and slot access. With this 
information, you can then make any needed 
changes so the driver will operate after being 
patched into the tlestination program. 

Newsroom Drivers 

The handling of tlie print dnver routines in 
Newsroom is straight forward and it is not 
difficult to patch with another driver. 
Newsroom is a file based program and 
CATALOGing Newsroom resulted in early 
success. The fde DRIVERS .0 looked promiiJing 
and initial examination witli a sector editor 
showed all the interface card names available 
in the menu. 

I used CIA's Tricky Dick, as it will 
disassemble the sector being examined, and 
Studied DRIVERS. 0. Looking for common 
factors as a clue to the requirements Newsroom 
needed in a driver routine, i found the 
following: 

1) Tlie driver for each interface card was located 
right after the interface card name. 

2) A value of $80 separates each interface card 
name and each driver routine. 

3) A hex byle having the value equal to the 
length of the interface card name, including 
spaces, precedes the interface card name. 

4) The interface card name is stored with tlie 
high bit clear (values less than $80). 

5) There is a "mystery" byte with the value 
of $00 or $80 as the first byte of each driver 
routine. 

6) All tlie drivers are written for slot 1 using 
absolute addressing, even the slot I/O addresses. 
That is. I/O is accessed with instructions like 
STA $C091 insteatl of STA SC0B1,X (where 
the X register would contain die slot number 
times $10). 

7) All driver routines are exited via an RTS 
instruction. 

8) The A, X. and Y registers leave with llie 
same values they had when the driver was 
called. 

9) The "normal" load address is S0000 
(strange!) and the length is $855F, 

Setup Storage 

The next piece of information 1 needed was 
how tlie drivers were accessed. I made another 
backup copy of Newsroom, and dien during die 
setup menu, told Newsroom the printer was in 
slot 1 on one copy and .selected slot 2 on the 
other copy. Comparison of the two disks with 
a disk t;onnpare utility identiried the sectors 



which wore not identical and those sectors were 
then e}(amiried to isolate wfiat was different. 
Repeating the process, one time selecting two 
different printer cards aiKi anodier time 
selecting two diilerent printers, showed me 
where the configuration infoniiation was stored. 

The result was that all the configuration 
information was stored in Ihe file 
NEWSPRINT.fl which loads at $9000. An 
examination of the loaded file showed the 
interface card name begins at S903B, the printer 
name begins at $906B, and the driver routine 
is patched in at $9714, The selected slot 
information is stored starting at $905 B. Tlie slot 
information is stored in the sequence of and in 
the formats of: $fflx, $Cx, and $x0 (x 
representing the slot number), The driver can 
load .'snd use any of these slot values if required 
for operation. 

Upon examination of tlie changed sectors, 
with a chosen slot other than slot one, all slot 
ROM access in Uie driver had been changed 
from slot one to the selected slot. The file 
NEWSPR1NT.0 did not contain any routines 
that would make the changes, so back to the 
catalog. The fde NEWSETUP.0 sounded like 
what 1 was looking for and does in fact contain 
the routine. NEWSETUP.0 lakes die sloi, card 
and printer selections and patches the memory 
image of the file NEWSPRINT.©. The driver 
slot addresses arc changed to the selected slot 
and the driver is patched at $9714 before saving 
the new setup back to disk as NEWSPRINT.©. 

While working widi die fdes NEWSETUP.0 
and NEWSPRINT. I noticed that die file 
NEWSPRINT.0 lengtii was not constant. Tlie 
length of NEWSPRINT,© is based on die length 
of the driver added to the end of the fde. 
Jumping ahead a bit, when 1 finished patching 
in my driver, I determined tlial there is a total 
of $74 bytes available for the driver. The driver 
will work if the last byte is not beyond $9787 
when NEWSPRINT.0 is loaded into memory . 



What to Patch? 

I now had enough informiation to start 
patching Newsroom with my driver routine. 
There were two options: (1) patch the file 
NEWSPRINT.0 directly or (2) patch the tile 
DRTVERS.fl. Since a patch to NEWSPRINT.0 
would be overwritten and lost if the setup was 
ever changed, 1 decided to patch my driver 
routine into die fde DRIVERS. 0, An additional 
benefit to patching DRIVERS. was that a 
change in printer slot would be taken care of 
during configuration. 

Deciding to patch the file DR1VEKS.0 still 
leaves two options, (1) replace one of the 
existing printer card selections or (2) add my 
card on to the end of the file. Either option will 
work. To get things going quickly 1 replaced 
a card with enough space available for my 
driver while I studied the other option. The 
driver 1 replaced was longer than mine so I filled 
die space remaining with SEAs (NOP) up to the 
$00 marker prior to the next driver name. 

The first problem with lengthening ihe file 
is that the additional length could overwrite 
program da la or be overwritten during program 
operation. Determining the location of 
DRIVERS. during setup requires running 
Newsroom and resetting into the monitor during 
the setup menu. Before booting Newsroom, 
memory must be filled with a known value in 
order to tell what uiemory is occupied by the 
program. 

For example, wtdi the Newsroom disk in the 
di.sk drive: 

CALL-i51 

FF59G 

«3ee:22 N B3ftl<Mee.BFFEM 

6 lepl 

.Select the setup menu 
Reset into the monitor. 

A search of memory showed that the file 
DRIVF.RS.0 was loaded at $5FC3. The fill 
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value ($22) started at $6523 and extended to 
$7700, thus there was plenty of memory area 
available for lengthening DRIVERS.©. I could 
be reasonably assured that a longer DRIVERS, 
would not be overwritten or overwrite any other 
part of the program. 

The second hazard to adding my driver on 
to the file DRIVERS. was disk space, tvcn 
though Newsroom is file based . some file based 
programs will slill use sector access. If the tile 
DRIVERS. fionid he lengthened without using 
an atiditional sector, 1 would avoid the problem 
of possibly overwriting program data on the 
disk. The traek/settor list (track $1E, sector 
$0F) for DRIVERS. shows the last sector to 
be track SIE and sector S09. The last sector 
appeared to he full , but by adding fotir bytes 
(two for the Ujad address and two for the file 
length) to the length S055F, the actual end of 
the file DRIVERS, is calculated to be byte S63 
of the last sector. The three S0O bytes at the 
end. starting at $61 and ending at $63, are used 
by Newsroom as an end of file marker when 
the file is read during setup. 

Sewing a Patch 

Now that we know that the driver can be 
installed, all wc have to do is load DRIVERS.0, 
make the changes and then save the fde back 
to disk. The driver listed below is the result of 
taking the one found for the Fingerprint card 
in Print Shop and adapting it to work in 
Newsroom. By the way, loading the file 
DRIVERS. ffl without specifying a load address 
will not work (loading files at $0000 upset my 
Apple). 

BLOAD DRIVERS.»,A$l»«e 

Type in the driver for the Fingerprint card: 

I55E:flB 46 

1568:69 6E 67 65 72 7» 72 69 
156S:6E 74 0» Se 48 SD 79 06 
157e:98 48 8A 48 AD FF CF AC 
1578:5D 99 8D 9« Cft AD 79 B6 



i58e:2» m C8 8D 91 €8 8D FF 
15tJ8:CF 6fi AA (^ XH 6S aVt m 
1590:80 0« 

Check your typing against the following: 



Length of card name 
ASCII for Tingerprint" 
Data separation mark 
Hysiery byte 
Savedatabyteonstk 
50679 Temp, data storage 
Y reg. toA reg. 
Store Y on stack 
X reg to A res 
Store X on stack 
JCFFF Turn off card ROMs 
J905D CardrequiresYhave 
slot (forrrSsB) upon 
entry for use InROM 
$C090 Slot 1 switch toiurn 
on the printer card 
$0679 restore from tenip, 

storage 
$CS00 Enter card ROM 
SC091 Turnoffprlntercard 
SCFFF Turtioff all card ROM 
Get Xbackfromstack 
Restore X register 
Gel ¥ back frorn Stack 
Restore V register 
Restore accumulator 
Return to cal ler 
End of file markers 



BSAVE DRIVERS.e,A$iee«,L$ftS92 

The change in load address and the change 
in length of the file DRIVERS.0 does not seem 
to be a problem. Newsroom worked just fine 
after setup was run and die Fingerprint card 
selected. 



155E 


^B 


711 


155F 


through 


1569 


156A 


00 


BRK 


156B 


80 


'?? 


156C 


48 


PHA 


156D 


8D 79 06 STA 


1570 


98 


TYA 


1571 


40 


PHA 


1572 


8A 


TXA 


1573 


48 


PHA 


1574 


AD FF CF IDA 


1577 


AC 50 90 LDV 


157A 


8D 90 C0 STA 


157D 


AD 79 0( 


LDA 


1580 


20 00 C8 JSR 


1583 


80 91 C0 LDA 


1586 


BD FF CF LDA 


1589 


68 


PLA 


158A 


AA 


TAX 


158B 


68 


PLA 


158C 


A8 


TAY 


1590 


68 


PLA 


158E 


50 


RTS 


IBSF 


00 


BRK 


1590 


00 


BRK 


1591 


00 


BRK 



Still a Mystery 

Now that I had Newsroom patched, 1 
continued my investigation of the driver 
mystery byte. Tlie first thing I did was change 
it tram SiJO to $00 in the driver on one of the 
backup disks and then setup both disks widi 
Fingerprint, Comparison of the two disks 
showed that the byte is stoied in die file 
NEWSPRINT,^ and is loaded at S9064. Search 
of the disk for references to $9064 resulted only 
in locating the instruction that stored it at $90fr1 
during setup. 

My first thought was that it was used to set 
or clear the high bit (bit 7) in the data, but there 
was no difference when I printed a page with 
die byte set to $80 or SOB. Looking at die drivers 
again, I noted that the driver for the Apple Hi- 
Speed Serial card set the data high bit with a 
ORA #$8B instruction, indicating that the driver 
has to set or clear data bits. 1 am still not sure 
if the byte is used or not; there are just too many 
ways to reference an address. 

Newsroom Works, But... 

Now that I could get output from Newsroom, 
I still was not satisfied because a printed page 
was not centered but was offset to the left. 
Locatmg and changing the printer control todes 
was a possible fix for my problem, 1 loaded 
NEWSPRINT.©, since it was the focal point of 
all printer output, and identified five printer 
command string locations, two of which were 
immediately discarded as they contained no 
data. 

t determined that the printer command 
sequences are set up such that the value of the 
first byte equals the number of bytes in the 
actual eommand sequence. Each sequence is 
accessed by storing the starting address of the 
daUi string in the LDA instruction at $9106, The 
first byte of the sequence is loaded and put in 
the X register, to be used as a counter, while 
the load address at $9106 is incremented to get 
tlie actual commands and send them to the 
printer. 

Comparison of the command sequences to 
those in my Ofcidata Microline 92 printer 
manual told me the command functions of each 
string. The following t.^ble shows where the 
setup of die load address starts, starting address 
of each command string and the purpose of each 
data siring for my printer. 

Setup Storage Purpose 

S91E3 S902B Not used 

S9134 S908B Initialize printer 

S9124 S909B Enter graphics node 

19154 S90AB Exit graphics mode 

$914E S90BB Not used 

Problem Source 

The control codtf. for the initiali^.ation of my 
printer held the cause of my offset problem. 
They placed my printer in the 1 2 characters per 
inch (cpi) print mode. During graphic printing 
12 cpi is desirable, as the resolution, both 
vertic^ and horizontal, is then equal. What this 
means is that at 12 cpi a printed box will be 
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square but at 10 cpi (normal text mode) the box 
would be rectangular. The pmblem was that the 
printer started printing al its normal lo<;ation, 
but at 12 cpi the print head did not go as far 
across the page. 

Thinking that all I had to do was to add the 
control codes to set tlie left margin, I delennined 
the necessary control codes and adju.stmeni of 
the i^rst byte (length) in die sequence to reOcct 
the additional bytes. 1 worJted widi the fde 
NEWSPRINT. so I could restore it bacK to 
the original form by redoing the setup menu. 
After trying to correct my problem at bodi the 
initialization and graphics mode data strings, 
I finally figured out that the left margin set for 
my printer worked only in die text mode. 

Command Access 

Unwilling to give up, I altered 
NEWSPRINT.© by inserting an ASCU value 
for a different number in each printer command 
string. To ensure that the number was printed, 
I had make sure that it was scnr to the printer 
when it was in the teKt mode. I then primed a 
page and each number was printed out when 
the command string wa.s sent to the printer. The 
results of my investigation is as follows: 
$902B: This command storage locatic?n is not 
used by my pnnler, so 1 created a command 
with a length of .ffll and entered $31 ("1") as 
tlie command. The command was accessed only 
once and was the fir.it command sent. This 
location is used when Newsroom is configured 
for an Apple lie, and is zeroed out by 
NEWSETUP.fl for all other configurations. 
$9A8B: I increased the command length by one 
and added a $32 ("2") after die command. The 
command wa.^ sent prior to each vertical 
segment of the oulpul, that is, prior to the 
banner, and before each of the three horizontal 
panel pairs, 

$iHt9B: .Since this is the command location for 
my printer to enter the graphics mode, I 
increased the length by one and entered $33 
{"3"). followed by the enter graphics mode 
command. By printing the number followed by 
the enter graphics conunand, the printer would 
Still be in the text mode when the number was 
printed. While printing die page, die command 
was sent prior to each line. 
$9*1 AH: The command to exit ihe graphics 
mode is stored here, so 1 added a $34 ("4") 
after the command for my printer to enter the 
text mode. 1 found that die command was sent 
after each line of printing, but was sent after 
the end of line carriage return, thus causing the 
"4" to be printed to the far left of die page. 
$90BB: Since my printer does not use this 
location, I entered a length of $01 followed by 
$35 ("5"). This command is sent after each 
vertical segment, 

I The Fix 

Since my printer exited the graphics mode 
to the text mode after every line, 1 could correct 
my problem by moving the print head to die 
right with spaces prior to the start of printing, 
I entered a new string length at S909B and a 
new command string of several ASCII spaces 
($20) followed by the enter graphics command. 




After experimenting with the number of spaces 
to center the output on the page, I made the 
change permanent by editing my printer daui 
in die file PRINTERS, 0, 

Track J03, Sector $03. byte SEB: 
Change to 09 n n 20 20 20 20 20 20 03 

This method of printing spaces should work 
with any printer exhibiting a similar problem. 
Prior to altering any of the command strings, 
print a page of output with numbers inserted 
into the command string as previously 
discussed. Not all printers respond to 
commands in die same way as mine does. Also, 
there are .six different routines available in 
Newsroom that handle the data output, and the 
one used is not the same for all printers. When 
I inserted numbei^ in a friend's printer 
commands (Epson MX- 100) and printed the 
page, some numbers were printed at die 
extreme right or left, and one was even repeated 
about a quarter of the way across the page. 

Some commands at .?90AB are a carriage 
return. The addition of spaces after the carriage 
return command should move the print head to 
the right prior to die printing of data. 
Adjustment of the command string length is 
required, but keep in mind that the maximum 
length of the command string, including the 
lengdi byte, is $10, 

Printer Storage 

I discovered llie following printer information 
while solving my printer output problem. The 
file PRINTERS. is loaded at $458E and is 
immediately followed by die file DRIVERS. 0. 
To test memory usage and to sec if the loading 
addresses of files changed at all, I loaded 
PRINTERS. and saved it widi a longer length, 
then checked memory again during the setup 
menu. The file DRIVERS. still loaded tit its 
original address of $5FC3 and overwrote the 
added length of PRINTERS.©, The address for 
DRIVERS.© appears to be fixed by the program 
and is always at $5FC3. 



Installation of a new printer in Newsroom is 
therefore best done by replacing one of the 
existing printers in the file PRINTERS. 0. The 
printer data block in the file NEWSPRINT.© 
is loaded starting at $906B and is identical to 
the S6B bytes for each printei eiiti'v in the file 
PRINTERS. 0. The printer data is allocated as 
follows: 

$W-$IF: The printer name cntr)', with the high 
bit cleared. 

$2»-$2F: Command sequence loaded at $9B8B, 
normally the printer initializatioo command, 
$3<Mi3F: Coumiand sequence loaded at $909B. 
normally the enter graphics mode command. 
$46-$4F: Command sequence loaded at %9dkB. 
normally a carriage return or the exit graphics 
command. 

$5»-$5F: Command sequence loaded at $MiBB, 
normally the exit graphics command or is 
unused. 

$6»: Contains values of $80 or $00. Used by 
setup to determine if user is to be asked if a 
I me feed is required after each line. A value 
of S80 will residt in the option being offered 
and a "yes" response tesidts in $FF being 
stored at $9(0CB. 
$61 -$64: Unknown. 

$65: Loaded at S90D0 and used by 
NEWSPRINT.© at $9542 as tlie key to Oie data 
and address table at $94 B0. This byte will have 
die values of $00. $05, $06, $10, $0F and $0A 
which will result in use of data output routines 
at .$93,';E, $9397, $9400. $9468, $9306 and 
$93 D6 respectively. The routine .selected will 
affect when and what commands are sent to the 
printer. 
$66-$fin:Unknown. 

Although this isn't everything there is to 
know about Newsroom, it may assist those who 
need to install a printer in Newsroom or want 
ro experiment with the data oulpul. If any of 
the readers determine the use of the unknowns, 
maybe they will .share the information with the 
rest of US- 
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I 004 Basic Programming 
I 03G Basic Programming 1 
I 047 Basic Programming 2 
I 048 Basic Pr&gramming 3 
I 044 Basic Programming 4 
A 004 Basic-lni»g«r 
B 022 Basie-tnteger.X 
I 019 Conventions 
I 016 CPU6S02 
I 002 Hello Sample 
I 030 Micro 6502 Simuiate 
I 051 Mini Assemblsr Tutor 
A 022 Random Drill Tutor 
I 007 Sweet 16 Dtsassemb 
I 004 Sweet 16 Speed 7 
B 002 Sweet 16 Speed.X 
I 025 Top Down Programg 



Apple Tutor P02 



A 021 Appis II Dsmo 

A 004 Basic Exercise 

I 043 BasiC-Apple;ofl 

I 093 DiskAide.13 

I OJS Disk Aide Document 

8 003 DiskAidB.X 

A 02B DOS System Instruct 

A 013 Pilot Version! 

I DSil Program Devel. pkg 

A 014 Sup. Mini Aasem, 

8 005 SupplemenLX 

I 003 lex! File Read 

1 003 Texi Fila Write 

I OOS Text Hello 

T 008 Text How To 

T 010 Text Intro 

T 006 Text Peek ?m Call 

T 010 Text Programming 

T 007 Text Redbook 

T011 Text Software 

A 002 Bua: 



Art seraphic Pll 



Am 

A0O2 
A 003 
A 002 
A 003 
A 003 
A 003 
A 006 
A 003 
A 003 
A 004 
A 003 
A 005 
A 007 
A 003 
A 002 
A 007 
A 003 
A 015 
A 014 
and 30 



Art Align 
Art Bars 

Art Circle 
Art Demo 

Art Diverging Circles 
Art Diverging Oct 
Art Double Cross 
Art Dougs Tfteme 
Art Drifting Circle 
Am Drifting Octagon 
Art Elephant 
Art Figure 8 
An Horizon 
ArilBM 
An Octal fl 
Arl Oneliner 7 
An Supsr Katled 
An Twist II 
Art Xmas Card 
Auto Space War il 
other prt^ranu 



A 022 Astronomy Exposures 

I 028 Astronomy Tutor 

A 006 Calendar Moon Age 

A Oil Eptiemeris 

A 060 Great Circle Bearings 

A 014 Jupiter Moons 

B002 Jupiter. X 

B 018 Jupitir.Y 

A 018 Moon Finder 

A 025 Oscar 

A 01 1 Oscar Orbit Periods 

A 031 Oscar Locator 

T 003 Oscar Uscaior File 

A 009 Oscar Loc File I nit 

A 019 Oscar Loc Instruct 

A 024 Planet Locator 

B 002 Planet Locator.X 



Public Domain Software 



• What is Public Domain Software? 

Public Domain Software (PDS) consists of programs that are donated to the public, and 
therefore, have no copyrights attatched. They are written try a variety of people, stiine 
professionals, some not - in iiioai cases eavh progriuii ii NO'l' commerciul quality and is not 
.supported as sticli 

• VVlio can use the library? 

Our library is supplied in DOS 3.3 16 sector format foi- the Apple II cosnputBrs. Please note 
that a few machine langnage prograois will fuiition erratically on the He and lie because of 
changes iii the HS monitor. A title listed with a ■< will leil'you ihai the program still needs 
work. We have not tested all of the programs, nor do we have a list of what worla. So, bis 
careful - "Caveat Emptor," '"' 

• What is in a "volume"? 

A PDS volume will ojmam many individual programs on a cenain subject. The name of the 
volume is listed in ^^^Q print. The catalog of titles under each volume name list the 
individual programs, language it was written in, and the sectors used. 

• What does the Computer Learning Center do? 

The Computer Learning Center provides a service that copies and DISTRIBUTES software. 

The S4 per order handling fee covers the costs incurred in copying, packaging and mailing the 
PDS library. Due to the nature of the library, volumes can not be returned for retund or 
exchanp;e. 



8 010 Planet Locator. V 
A 018 Sunrise And Sunset 
A 023 Ursa Stat Time 



Business & Finance PZl 



A 004 Annuity 

A 004 Average Growth Rats 

T 0O1 Basenamslile 

A04G CAC Record Sys-* 

A 009 Check Book Balancef 

A 008 Checl( Writer 

A 004 Depreciation Airounl 

A 003 Depreciation Rate 

A 010 Depreciation Sched 

A 003 Depreciation Straight 

A 004 Disc. Commer Paper 

A 024 House Sales 

A 005 Income Taxes 

A 012 Interest Earned 

A 003 Interesi Rate 

A 038 Invsntory Home II 

A 004 Invest. For Withdraw 

A 004 Invesimt Future Val 

A 004 Investment Initial 

A 013 Lease Computation 

A 081 Life Mgmt & Financ 

A 012 Lite Mgmi Td Org 

A 006 Loan Balance 

A 007 Loan interest Rate 

A 005 Loan Last Payment 

A 004 Loan Principal 

A 005 Loan Regular Pap I 

A 004 Loan Term 

A 004 Mortgage Computer 

A 007 Mortgage Table 

A 063 Payroll 

A 004 Regular Deposits il 

A 003 Regular Withdrawals 

A 004 Saivage Value 

A 009 Savings Growth 

A 01 1 Survey Data Reduct 

A 003 System Reliability 

A 004 Treasury Bill Valuat 



A 027 Blackjack Strategy 

A 012 Combat 

A 017 Craps BW 

A 035 Cfibbags I BW 

A 028 Footiall Predictions 

A Oil Fox And Hounds 

A 026 French Mtlilary Game 

A 020 Gold Mine 

A 0£J Goll II 

A 016 HiQ 

A 027 Hockey I 

A 021 Horse Race III 

A 031 Kingdom 

A 003 Litsrattjre Oute 

A 02S Marooned In Space 



A 004 Ping Pong 

A 010 RotJOlBW 

A 016 Survive 

A 018 Twonkyl 

A 018 Word Maze Maker 

A 003 Football Pfedicl.nota 



A 017 Battle 
A 016 CentU(y6i 
B002 Century 51, X 
A 020 Checkers II 
A 021 Commodity Market 
A 016 Craps I 
A 013 Cryptograms 
A 017 Frustration 
A 027 Geography II 
A 016 Hangman II 
A 022 Lunar Laryding BW 
A 061 Market Crash 
B 005 Ma/ket Crash.X 
A ooa Name the Slates 
A 016 Puiile Generator 
A 007 Solitaire Chet;ker Puz 
A 010 Spell the Slates 
A 012 Subscan for Two 
B002 Subscan.X 
A 031 World War 



Math s Statistics PS9 



A 008 Anglo To Metric I 

A on Anglo To Metric II 

A 003 Arcsin Arccos 

A 016 Calculator 

A 007 Calculus I 

A 013 Calculus II 

A 007 Cash Register 

A OOS C;ircle Area Circum 

A 009 Compound interest 

A 010 Critical Path Analysis 

A OOS Cuive Fit I 

A 013 Curve Fit II 

A 013 Curve Fit III 

A 003 Derivative of Eqn 

A 010 Dlflerentl Eqn Solver 

A 015 Equation Solver 

A 005 Equations I 

A 014 Equations II 

A 014 Factor 

A 008 Fibonacci Numters 

A 012 Foot Candle Analysis 

A 010 Fourier 

A Oil Fourier Transform 

A 007 Gaussn Quadrature it 

A 010 Math Drill I 

A Oil Malh Drill II 

A 005 Matrix Inversion II 

A 009 Matrix Operation 

A Olfi Mean Varl Deuia II 

A 007 Mode Finder 



A 003 H Factorial 

A 007 Riot Consec React ns 

A 006 Plot Functions ot X 

A 003 Prog Chart 7 

A Oil Robot Motor Design 

A 005 Sine Function 

A 010 Slatistics I 

A OH Statistics II 

A 014 T Test Stdn Deviation 

A 004 Time Spaed Dist Ex 

A 006 Time Speed Dist Fuel 

A 014 Triangle Solver 

A Oil Unpaited Gp Compar 



Math a Statistics P61 



A 003 Angle Conversion 
A 012 Anglo To Metric III 
A 003 Area ot Polygon 

A OOfl Binomial Distributn 
A 004 Biacktjody 
A 003 Chi Sguare Distributn 
A 004 Chi Square Test 
A 004 Coordinate Conveis 
A 008 Coordinate Plot 
A 003 Cuivilinear Interpolat 
A 002 Derivative 
A 016 Dfit 

A Oil Dift Eqn Solver Demo 
A 004 EKponenlial Regress 
A 004 F Oisttitjution 
A 004 Gauss Quadrature 1 
A 003 Geomatric Mean 
A 004 Geometr Regression 
A 004 Greatest Com Danom 
A OOS Histogram 
A 003 Linear Interpolation 
A 007 Linear Programming 
A 004 Linear Regression 
A 005 Mann Whitney U Test 
A 022 Math Drill III 
A 019 Malh Multiply Drill 
A 019 Math ^ 
A 013 Matrices 
A 004 Matrix Inversion I 
A 004 Matrix Mulliplication 
A 004 Matrix Opem Simple 
A 004 Mean Van Devia I 
A 007 Mult Linear Regressn 
A 004 Normal Distribution 
A OOfi Nth Order Regression 
A 004 Nmbr Combinations 
A 002 Parabola Plot 
A 003 Permut Combination I 
A 007 Permut Comljlnatn 11 
A 003 Poisson Distribution 
A OOfi Polar Equation Plot 
A Oil Polyflt 

A 013 Polynomial Regressn 
A 006 Power Curve Fit © 



A 003 Prime Factors I 

A OOfi Prime Factors II 

A 003 Quadratic Formula 

A ODfi Quadratic Surface 

A 015 Right Triangle Solver 

A 01G Root Finder 

A 005 Roots of Poly Half 

A 005 Roots of Polynomials 

A 004 Simpson's Rule 

A 004 Simultaneous Eqns 

A 004 T Distribution 

A 005 T Distribution Test 

A 003 Trapezoidal Rule 

A 003 Trig Polynomial 

A 004 Vector Analysis 

A 003 Vector Operations 



A 003 Base Convere Chart I 
A 003 Base Conver Chan II 
A 006 Sase Convert" 
A 005 Base Convert Beymer 
A 012 Base Convert Ellmers 
A 005 Base Convert Jenkins 
A 029 Base Conv Massimo 
I 043 Basic-^plssoft 
A 007 Binary To FP 
A 053 Calendar And Posters 
A 002 Capture A Program 
A 0O5 Catalog Printer 
A 003 Clear Memory 
A 004 Copy Text File I 
A 004 Copy Text File II 
A 004 Copy Text Rie III 
A 004 Ctrl Char Catalog 
A 003 Ctrl Char Reveal 
A 003 Dump ASCII Memory 
A 00£ Erase Hires Screen 
A Oil Format* 
A 003 Free Sectors Aldrich 
A 004 Free Sectors Brown 
B 002 Free Sectors Brown.X 
A 019 Illegal Commands 
A OOS List Page Diai 
A 005 List Page Wysocki 
B002 List Page WysockLX 
B 002 List Page.X 
A 007 Mach To Pokes Conv 
A 002 Musical Keys 
B 002 Musical Keys.X 
A 013 Phone Dialer 
A 003 Pointers 
A 002 PR# 6 On Reset 
A 003 Random Sentence 
B002 Remark Stripper 
A 003 Rem Stripper Doc 
T 001 Ren/Mrg 
A 006 Renumber 
A 004 Renumber Merge 



8 010 Renumber Merge.X 

A 003 Reverse Print 

A 016 Son Catalog 

A 003 Son Catalog ■* 

B 002 Sort Catalog,^ 

A 015 SSM AlO Board 

A 004 String Comparator 

A 004 stt In A Sti Seareh 

A 004 Texl File Edil 

A 003 Text File Peek 

A 003 Texl File fteati 

A 003 Text Fl Head & Prnt I 

A 005 Texl Read S Prnt II 

A 005 Text File Write 

A 004 Token Address Tbi I 

A 006 Utility Statements 



B002 EP1,3 
B 002 EP2,3 
B 002 EP3.3 
B 003 EP4.3 

A 002 Epson Cat Dbl Strike 
A 008 Epson Driver Instr 
B 002 Epson Driver, 
A 002 Epson Greeting 
A 004 Epson Labels I 
A 006 Epson Labels tl 
A 006 Epson Labels III 
A W Epson Lower Case 
A OOS MX/FX-SO List Capt 
A 008 MX/FX-BO Llsl Format 
A 005 MX/FX-BO Lisl Instr. 
A 003 Epson MXBO Catalog 
A 005 Epson MX80 Demo I 
A0O7 Epson MX80 Demo 11 
A 024 MX80 Label Maker I 
A 052 MXeo Label Maker II 
A 053 MX80 Label Maker lit 
e 034 MX80 LabefPiC 
A 003 MXaO Letteriiead 
A 015 MX80 Prog, List 
A 023 MXao Calendar 
A 033 Epson MXeO Setup I 
A 033 Epsorv MXflO Setup II 
A 005 Epson Util 3,3 Demo 
A 023 Epson Uill 3,3 Info 
A 022 Epson Word Game 
A OOS Ep.EXEC, Maker A3,3 
I 003 Ep.EXeCMaker 13.3 
B OOS Text.Demo 
B 004 Text.MXtesi 
T 002 XEpson,V3.3 

B005 ABBS1,OBJ0 
B 002 AB8S3.OBJ0 
T009 BBS 
T004 Bulletin 
T248 Messages 
T017 ClubStors 
T019 Meetings 
TDD2 Startup 
T002 Users 
B 018 Users.Obj 
A 078 WAPABBS 

.■MrfJItlJIJHMM 

T 047 A8BS1 

T013 ASBS3 

A 003 Build Users.Ob| 

T035 Iflslruotions 

T 062 Remember II 

A 004 Run Tliis First 

A 005 Run This Second 

T 120 SysOp Instructions 

T 002 To SysOp 

T 002 upioad2 

TOOe Upload! 

T 073 Rem II Instructions 

T002 Opinion 

T 103 WAPABBS Note 




Take the bite 

from your 

Software costs 



NOW - Our Public Domain Software is F JxrLlif . . 

Computer Learning Center announces 



.(almost!!) 



SI 
S8 

S4 
S5 
56 
S9 



LOWER PRICES 

All volumes are now available for 

only $1 per VOLUME* 

*$1 per volume selected plus $4 per order for shipping/handling 

AND - IF YOU JUST CANT DECIDE 

which of our many volumes to choose, 
We'd like to suggest these special packages, now available at substantial discounts. 

Eamon Collection - the entire Eamon adventure library, utilities and designers (92 volumes) $75 

Earn on Introduction - 4 adventures, a utility and a designer (6 volumes) $8 

Business and Finance - the programs needed to make every penny count (8 volumes) $10 

Games - inlcudes public domain versions of popular games (8 volumes) $10 

Utilities - disk editors, printer routines and tons of programming info (5 volumes) $7 

Math and Tutor - knowledge and learning for everyone (6 volumes) $8 



Puck^c prices jnclude all handling charges 



$1 EACH! 

□ P01 
D P02 

D P11 
D P14 



D P21 
D P36 
n P50 
D P59 



2 volume set 
D P61 Both are required 
D P76 D P105 (Part 1) 
D P86 n P106 (Part 2) 



Special Packages 



D SI ■ 
□ S8. 

a S4. 



$75 

$8 

$10 



□ S5. 
D S6- 
D S9' 



$10 

$7 

$8 



lliid 111 Ordvi 



• Select the volumes with the programs you want 

• Multiply the number of volumes by SI 

• Add S4 to total for shipping and handling 

• Washington residents add 7,8% sales tax 

• Overseas, Canada & Mexico; add 20% for shipping 

• DQ NOT iidd handling charge for Special P,ac)tages 



C Please send a complete Public Domain Software Catalog 



Name 



Address 



City 



State 



Zip 



Country 



Phone 



Exp,. 



Signature. 



Send check or money order (US fiinds drawn on US bank) to: 
Computer Learning Center PO Box 110876-F Tacoma, WA 98411 



_-F 



Pubjlt: (hiinajn Snftware is sold AS IS 



Are you missin5 a 
Piece of the Picture? 



Issue 



[~1 
□ 
□ 
□ 



□ 



40 

33 

38 

3V 

3e 

35 

34 

33 

32 

31 

30 

29 

28 

27 

26 

25 

24 

23 

22 

z-x 

20 

19 

18 

T^' 17 

16 

*EMk of Softkeys Vol 3 . - . 

15 

14 

13 

12 

11 

*Boo!tof Softiteys Vol2. . . . 

lO 

9 

8 

i^f 7 

6 

♦Book of Softkeys Vol 1 . . . . 

tV 4 

3 

Core 2 

2 

1 

Core 1 

Core 3 

Computing 3 . . 

Best of Hardcore Computiiig 

*Core Special $10.00 . . 

(All three CORE magazines) 



Special "Both" disk & magazine combination orders apply 

to one issue and ils corresponding dish. 

Some dislis apply to more than one issue and are shown 

as taiier ttoxes. 

* Book Of Softl<ey litles are inserted for reader information 

oniy. Each bool< conlains all of the sofll^eys appearing in 

Iha issues below ttie title line. Pieese consult current Boo It 

of Sohi^ey ad for currenl prices and ordering information. 

-.■.- We riaye a limited supply of Ihese issues. 

^ Back issue is no longer available 



Mag Disk Both 

$4.75 S9.95 S12.95 

c □ □ 

□ □ n 

□ [Z] □ 

□ □ □ 

□ □ □ 

□ an 

□ □ □ 

□ □ □ 

□ □ n 

□ □ □ 

□ □ □ 

□ □ □ 

□ □ 

□ □ 

□ m 
□ 

□ □ 

• □ • 
im □ Lii 

• □ • 
LD □ □ 
n □ □ 
- □ • 
m □ u 

□ □ □ 

• n • 



• □ • 

• □ • 

• □ - 

• □ • 



LH 



n U □ 



□ 



□ 
□ U 



□ 
□ 



n □ □ 
L.l • • 

• □ • 



COMPUTI(ST back issues and 
library disks are frequently 

referenced in current issues. 



Some back issues are no longer available, but 
library disks can still be purchased for all back issues. 



What i^ a library di^k? 

A library disk is a diskette that contains programs that would 

normally have to be entered by the user. Documentation for each 

library disk can be found in the corresponding issue. 



So, if ydii're- 

*- Tired of entering lengthy Super iOB Controllers, only to find that you must have 

made a typo. 
►■ Tired of entering LOOOOONG program listings. 
^ Tired of spending TOO MUCH TIME looking for errors, 
then you need the library disks. 



Rates For Foreign Orders 



• Canada and Mexico rates are identical to U.S. First Class unless otherwise specified. 

• Other Foreign Baclt Issue Rates: $12 25 each., (includes shipping) 

• Other Foreign Library Disk rates: $11.94 each, (includes shipping). Special "Both" disk and 
magazine combinations shown do NOT apply to Foreign orders. 



Send me the back issues and/or library disks indicated: 

Name . . ■ 



1D#_ 



Address 
City 



State 



. Zip . 



Country _ 



Phone 



Exp.. 



Signature . 



.CP40 



SendclieckormoneyordertoiCOMPUTlST POBoxnOS4S-T Tacoma: WA 93411. MoBtordetsshipped 
UPS so please use street address. Offer good while supply lasts. In Washington state, add 7.8% sales tait. 
U.S. funds drawn on U.S. bank. 



AtMndoAh 



Suftkeys I MfDI/8 Plus 1 Hnmewiinl 
v2 1 I Borrowed Time | Amazon | Speed t^fi^kr ]l I 

Ri'tiilen' Siifiki'n | Disi'ovt'rv'' I M-ss-ng L-nks ^crie?. I 
Dciiijilii Dui;kfi\s Pbyground I Mjistering rbc SAT I 
Copv II Plu^ 4.4t' I Maitci iifllre Lamps I One »iii Uik I 
Bliil^L' HiiriH] I A.E. I Gfi!yi Aiueritiiin C]r[j\"\-CniintrV' 
RiUii Riife i Ciimplittr PrepirHlion liirthe SAT | Castle 
Wolfensicin | Luschi^r Pfnfitc [ Sfcyfox | Silent Service | 
Echo Plus I Swashbuckler I Kandamr ] Fnimm ( 
Electronic Disk Drive Swapper i Abusing ihc 
Epilngutfs I Print Shop Coiit^niuirs Diivei Guiill^ I 
Lun' I Kcybtmrd Rtipair I Fixing Ihe Applesnft Suniplc 
Disk I Hiii7\ I Cjmien Sjnjjiego I 



Hiilikeiw , C'vlIikI I Aiii^rn^iiL- Ri^iiln | 
R4t.ilili-r Dii^h 1 A II 1 Hiird Hul Mack (Revii-itoJ! I The 
Oiher SiJc | Rfiirkn ' Svfikeys \ F- IS Striiic E4glc I 
Championship Linlc Runner I Giiw V 1.3 i I. Dumiann | 
WiUlerncss | Golf's Besi | Fettmre^ \ The 
EnhaneeJ.^UncnimrjLcd //c | LeH>kt[i^ inco Fli^hi 
SnnubtHr's DOS [ t'lirt \ Appavares 1 Insittliinga RAM 
dtsk into DOS 3.3 | .....; 



Siifikfpi I UreiErFirp | PegaslJsJf | Tnke 

1 irEvisiteU) I FUght Siraitliitor li vl.O? tpurt 2)1 
Riiiflin ' Stifikfys I Magic Slate | Alter Ego | 
Rentlc^vous I i^tiitrkcn I Swrv Tree I AM.cmhl> 
Lan^uagt^ Tutiii I AvaUin HilJ ^aiikL.^ | LJark Cty^tii] { 
Fritturfs I Playing Karasekji on ii ^f'e ' Tmfk Finder | 
Sylk 10 Dif | Corf \ Breaking In; lips for hcginncrs I 
Copy II Plus e.O: a review i The DOS Allerer I .... 



S/ifit-i-w I Flighi Sinuilntor U v 1.05 I 
AnioI>iii'1 NivtliTi' Stifikeri I Critical RcaJliig I 
Troll ■> Tale I Robot War I General Manager I 
Pta.'imania | Tctarium Software I Siidwriler vl.O I (Jnlut 
Me I Feotafei \ SierMnWrilijr inBet^ Fjmhciird | Thf 
Ru.'. Monitor ! .McwHepitlnt ft^ non-App]e> | Core j The 
Biird'-. Drewing Roimi I Mmmfd PlaytiiK Teclini^wrs | 
Ghampionshlp Unit Rtjnner I .,....,.,1,,., ..,.,..... 



Stifikcvs 1 Hi-res Crlhbap | Olympic 
nccuthloM ; Revisiting F-1 5 Strife Eagle I Masquerade i 
The llotibil I Htfuiien ' Sofikeyi I poujjn I The Pel led 
Store I Alice ill Wimiletlltlid I Tiic Money Manager 
Good Thinking | Rescue Ruiders | FiwDim- | Ptitiing a 
Ne%S' FS iin Your lainguagt* Cjirci I Ojfv' I Fspinring 
ProDOS hy Institling s, CPS Clock DrlviT I ..,, 



Sdftkfys I Crtsti Muuniain | Terripin 
Logo I Apple l..i,!go III Fishics t.tM SpeilWfirh I 
C.Junitmll I Remiers ' Sofiktys I Rescue at Rigel Craic-j 
Ma?;ey | Conan | Perry Mason. The Case uf the 
Miindiirin Murdcf I Koiouii Rill 1 fitilure \ Muif ROM 
Running Liiiv I Infocora Reyteilisl [ . 



Snfik4\n I Word Jaggicr I I ink! Fonk! I 
SunUt^g v2M I G 1. Joe & IjAi^it^ FiliiT\ Fiiioliin I 
Suitiiiiei Games 11 | Thief I Insiuiit Piiscal i World's 
Grcflti^t Fnnibiill Giiilie | Ki'iiih'r.i' Si'Meys ' Grapfiic 
AdvL'T>iiirc ^1 I .^ensiK]^^ Griimmar ^ F.xtcndeil 
Hrvilicnils I i:"hipwlis I Hurdhall | King's Quest II The 
World'.s Greatest Sii.'ictiall Came i ^rafiire I How to tie 
lh« .Sound Master I Core I The Mapping olTlltinia fV I 



Stiftk':'\'f I Revisiting Music Coniirruelion 
Set I Cubit I Daudvillc Software | Hartley Software | 
Bridge I Early GanKA ftJr Young Children . lawala's 
Last Redoubt ' Reudcn ' Suftkeys \ Print Shop 
Companion ] Krncking Vol II | M^Tcbiui | Mouse 
Btidgei, Mouse Word <fe Mouse Desk 1 Adventure 
Construction Set I Feature] Using Data Disks "With 
Microzines | Core \ Super lOB vl,5 a Reprint I 



31 



Softk<:ys I Trivia Fever | The Original 
Boston Computer Diet ( Lifesaver I Synergistic 
Softwajc I Blading Paddle.s | Zardux | Rcadi'Ys ' 
i'vfikeyy \ Time Zone | Tycoon I Eanhly Dciighis I 
Jingle Disk I Crystal Caverns | Karau.^ Champ i 
Ftiilritc- I A Little Help Wilh The Card's Tale I Corr | 
DIaek Biwi | UnfCstrictcil .Ampctsand | ,.,,. 



Sofikfy^ I Millionaire | SSI's RDOS | 
Fantavtsion I Spy vs. Spy I Dragonworld | RriiJrr\ ' 
Hv/ikcp I King's Quest | Mastering the SAT | Easy as 
ABC i Space Shullic | The Fai^ioiy | Visidev 1 . 1 E | 
Sherfoek Holmes ! The Bards Talc | Ftranire I 
Ineressing If our Disk Capacity | Cort \ Ultimakcr IV. 
an Ultitna I'V Chardctcr Editor I 



^,>J)keyf I Threshold I Checkers v2. 1 I 
Micr^itypc I Gen, & Oigauie Chemistry Series ! Uplown 
Trivia I Muidci by the Uoieii I Keaderf' Siijikeys I 
Windham's Classics j Batter lip . F.velyn Wood's 
Dynnmic Reader ; Jenny of the Prairie | Lcam About 
Sound.s in Rsading | Winter Games | ffHttire ' 
Cusiotniiinu the Monitor by Adding 65C02. 

Disassembly | Oyre ] The Animator I ..^--ii^.vi 



Stifikeya \ Ultima IV | Kobot Odyssey I 
Rendezvous I Word .Itlaek A. Classmate | Three from 
Mindscape | Alphabetic Keyboarding | Hacker , Disk 
Director | Urfc Runner | MIDl/4 I Rcaden ' Sofikeys I 
Algebra Series I Time is Money I Pitsti^ JI ! Apvcnture 
U' Atlantis i Fvulitte I Capturing the Hidden Arcliori 
HUitoi I Cf^re ) Fingerprini Pius; A Review | Beneath 
Beyotid Castle WolfcnMcin (pun !l I 



Su)fitfyi I Micro7lnes 1-5 I Mierozines 
7-*J \ Mierozines h alie mate- method 1 I Phi Beta Filer I 
■SWfird of Kadash I Reaik-ra ' Siifikeys ' Another Miner 
2049er t Learning With FuMywonip I Bookeiids i 
Apple Logo IE ' Muidcr on the Ziialerneur | F^/imre^' \ 
Diileks: b>Lplutiiig Artilicial lindligenee Making MK 
at IftK Slave Di.sli.s t Curt \ The Gmnes i>r 1<)85- part 
III 



!5t>flkev^ I Cannonhail Blii^ I Instant 

Recall I Gessler Spanish Software ! More Stickybcars I 
Rciiiierii ' Sfffrki'v,-, I Firtaneial Cookbook | Simper 
ZaK>ion I Wizardry | Prcssfiool hun | Moly tirail | 
Inea | UMK Zasxon | betiiure \ ProEdit | Core \ Games 
of I'fS'i pan I I 



Sfjpki'yx I DB Masicr 4 7 | Business 
Wrirer I Barron's Comjjuier SAT I Take I I Bank Sireel 
Spelter I Where In The World it Carmen Sandicgo | 
Bank Street Writer 128K I Word Challenge I Reutlfn 
Siiflkcys I Spy's Demise I Mind I'riiber I BC'sfJuest I'or 
Tires Eaily Gaines I Home wool Spuller I Ffoinri' \ 
Adding IT THEN ELSE To Applesoft | Core | DOS To 
ProDOS And Back; 



'^iifikfyii I Eleetrnnic Arts software I 
Grolier software | Xyphu.'i | F- IJ Strike Fjigk | Injured 
Engine I ReaJerf'St'fikifys \ Mr. Rohit And His Robot 
F«tCtory I Applccdlin 11 | Alpilahet Zifo I Fathoms -'HI | 
Stoiy Maker Early Games Matchmaker I R4ibt>is Of 
Dawn I Fmiiiri' \ Essential Dtiia DupiiKitor cYipy 
parms I C^trtr I Direct .Sicctor Access Frcsm.DOS f ., 



&ijikry.<i I Miner 2(M9ci I Lode Runnel I 
A2-PBI Pinliall | Fietitleii- Siiftkevi | The Heist | Old 
tionsidcs | Cjrantlnia's Hini.se | In .Sejirrh of the Mosi 
Amusing Thing I Morloc's Tower | Maraucter | Sargon 
m I Feantres \ Cu.stomized Drive Speed Control | Super 
IQB version 1,5 I Core I I'he Macro System I 



Suflkty!. I Sargon 111 I Wizard ly. Proving 
Groundsof t lie Mad Ovei lord and Knigtit of Diamonds I 
Kf.ader' Stijikfy\ The Report Canf V 1 1 ' Kitfwriiet | 
Feiiiure I Apple |[ 9ool ROM Disassembly | Core | The 
Graptiic Groblicr vj,0 | Copy 11 + 5.0: A Review | The 
Know-Drive: A Hardware Evaluaiion I An Inipiovcd 
BASIC' Binary Combo ■ 

JL ^y Reodars' Sitjrkevi \ Rendezvous Wttii 
l^ma I Peaclun:e\ Back To Basics Acciainling SyNlem | 

HSD Statistics Series | Arilhmclickle | Arithmekicks and 
Early Games for Children | FeaHires | Double Your 
ROM Spate I Towards a DcHcr F8 ROM The NiWjier; 
A Utility Program to k^^amine Raw Nibbles From Disk 
Cwre I The Games of l*JJ^t: In Review part IT . 

1 lA Sufihm I The Pi ml Sttop | Crusswnrd 
Magic I The .Standing Stones | Beer Run ' Skyfox | 
Ranttom House Disks | Fe^iinre.f \ A Taiorial For Disk 
Inspection and the Use Of Super lOB l S-C Macro 
Assembler Directives treprmt) I Core | 'Ihe Graphic 
Giabl>er Foi I'iic Punt Sjiop I 'I'he Lone Caiuicig 
Arrajiger vI.O Pan 2 \ 

1 ^9 Sofikey I Sensible Speller lor ProDOS | 
Sideways | fit.'iiili'r7i' SfifikrvK \ Ri'seue Raii^eT^ Sheila | 
Basic Building Blocks I Ansci Programs | Crossfire I 
Feaho-i' Secret Weapon; RAMcard i Cure I The 
Controller Writer A Fix For The Beyond Castle 
Wollensteill Sottkev I The Lone Calatog Arranger 
Fan I I .' 

^K Sojjkpy^\ '/.ii\7nm i Mask oj'ihe .Sun | Crush " 
Crumble & Chomp | Snake Byte | DB Master 
Mouskaitaek I Fnamrex \ Making Liberated Backups 
That Retain Their Copy Proloction S-C Assembler: 
Review I Disk Directory Designei | fare | CoFcnier; 
Pan ] I Upper * 1/jwer Case Output for Zork ) .... 

^X Ulliina U Character Editor | Srifiki-y^ I I lltimii 
It I Witness | Prisoner 11 | Pest Piiirol | Adventure Tips 
for Ultima Q * 111 I Copy II Plus PARMS Update. 



■■. 'Juftkeys I Etntii Reporter I Multiplun i Zork I 
Feomm I PARMS for Copy 11 Plus I No Mote Bugs | 
APT's for Choplifter& Cannonball Bin/ I 'Copyasrd' 
Rt'yk'tv.^ I Replay ' Craekshot | Snapshot : Wt idea id I 



CORE 3 



.Games: 



Constniciuig Your Own Joystick i C'ompilingCTanies i 
CAMF RFVIFWi- Over ■«)' olthc latest and hcsi | Pick 
Of The Pack All-lime TOP 2(1 games I Destructive 
Forces ! EAMON ! Graphics Magician and 
CraFORTH I DraBon Dungetm I 



CORE 2 



Utilites: 



Dyiuiniii; Menu I High K^w. iJimiJ Demo | GUTCJ 
Liibt-I. Kt'platL' I i.iiiL* Find I QQikik Copy Cnpy I 

CORE 1 Graphics: 

Memory Map I Text Ciraphics- Manniee I Boxes I 
Jagged Scroller I Low Res: Color CharaeTcr Chan | 
High Res: Screen Cnincher I The LI TO Factors' I 
Color I Vector Graphics;Shiraitiering .Shapes A Shape 
Table Miui-Ediior BEiK:k Graphics: Arcade Quality 
Graphics for BA.SIC ProgmmmePi | Anlmarian | .. 

Hardcore Computing 3 

Hy pel DtJ.S <:ieaior i Menu Hello | Zyphyr Wan^ 
Vecior Graphics I Review of Bit Copiers I Boot Code 
Tracing i Soiikey lOB | Interview wjih 'Mike 
Mtirkkula I , ,...„ 



^ 



•■T..: 



%^ 



^ac4cHf ^0^ ^ 




Vmi 



7 



ttt lOW*ti 



7 



How about ALL of our Super lOB controllers, 
(through 1986) In ONE package! 



k 
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This package contains: •' * 

*- TWO DISKS (supplied in DOS 3.3). Each containing at feast 60 Super JOB Controllers including the standard, swap, 
newswap and fast controllers. In addition, each disk has the Csaver program from COr\4PUTIST No. 13; version 1.5 of 
Super lOB; and a Menu Hello Program that lists the available controllers and, when you select one, automatically installs 
it in Super lOB and RUNs the resulting program.* .^ .. 

► A reprint of Disk Inspection and the Use of Super lOB, from COMPUTiST No. 17. This article explains how to write 
your own Super lOB controllers. 

►- COMPUTIST No. 32, which contains an extensive article detailing the hows and whys of Super tOB v1.5 and at least 
5 articles using the new Super lOB program. 

• Severai of the controllers deprotect the software completely with no further steps. This means that some.programs 
are only minutes away from deprotection (with virtually no typing). 

• The issue of COMPUTIST in which each controller appeared is indicated in case further steps are required to deprotect 
a particular program.** 



Disk 1 



Volume 1 of the Super lOB collection covers ail the 
controllers appearing in COMPUTIST No. 9 through No. 
26. In addition, the newswap and fast controllers from 
COMPUTIST No. 32 are included. The following 60 
controllers are on volume 1: 

Advanced Blackjack, Alpha.bet Zoo, Arcade Machine, 

Archon II, Archon, Artsci Software. Bank Street Writer, 

Barron.s SAf, Beyond Castle Wolfensiein, BSW //c 

Loader, Caslle Woltcnstcin, Computer Preparation: 

. SAT, Dazzle Draw, DB Master 4 Plu,'!, Death in the 

Carribcan. Dino Eggs. DLM Software, Electronic Arts, 

F-15 Strike Eagle, Fast Controller, Fathoms 40, 

Financial Cookbook, Gessler Software, Grandma's 

House, Ttie Heist, In Search of the Most .Ama/ing 

Thing, Instant Recall, Kidwriter, lions Share, Lode 

Runner, Masiertype, Match Maker, Miner 2049er, Mhiil 

Man, Mufplol, Newsroom, Newswap controller. Penguin 

Software, Print Shop Graphic Library, Print Shop, 
Rendezvous with Rama, Roekys' Boots, Sargon IlL Sea 

Dragon. Shiela, SkyfoA, Snooper Troops, Statidard 

controller. Stone was e Software, Summer Games, Super 

Controller, Super Zaxxon. Swap Controller, TAG, 

Ultima III. Word Challenge. Xyphus, Za.^xon 



Disk 2 



Volume 2 of the Super lOB coiiection covers all the 

controllers appearing in COMPUTIST No. 27 through No. 

38. The following 65 controllers are on volume 2: 

Alice in Wonderland, Alphabetic Keyboarding, Alternaie 

Reality, Autoduel, Checkers, ChipwiLs, Color Me, 

Conan.data, Conan.prog, Copy DOS, Crisis Mount.iin. Disk 

Director. Dragonworld. Early Oanies. Easy as ABC, F-15 

Strike Eagle, Fantavision, Fast controller, Fi shies, 

Flight Simulator, Halley Project, Hartley Software (a), 

Hartley Software fb), Jenny of the Prarie, Jingle Disk, 

Kidwriter, Kraclciug Vol II. Lode Runner, LOGO II (a), 

LOGO n lb). Masquerade. Mastering the SAT, Mic retype: 

The Wonderful World of Paws, Microzines I , Microzines 

2-5, Miner 2049er, Mist & View to a Kill, Murder on the 

Zinderneuf, Music ConstniClion Set, Newswap controller, 

Olympic DecaUilon, Other Side, Phi Beta Filer. Pitstop II. 

Print Shop Companion. RDOS, Robot War, Spy vs Spy, 

Standard controller, Sundog V2. Swap controller. Sword of 

Kadash, Synergistic Software, Tawala's last Redoubt, 

Terripin Logo, Threshold, Time is Money, Time Zone. 

Tink! Tonk!, Troll's Tale, Ultima IV, Wilderness, Word 

Attack &. Classmate, World's Greatest Baseball, 

World's Greatest Football 



To Order: Send $9.95 for each volume oi $19.95 fot a complete package dial includes; bolh disks, a reprim of "Disk Inspection and the .use 
of Super lOB" and COMPUTIST No. 32. U.S. funds drawn on U.S. bank.s. Foreign orders (other than Canada or Mexico) add 20% shipping. 
Washington state residents add 7.8% sales tax. Mail orders to: Super lOB Collection PO Box 110846-BK facoma. WA 98411 
*Requires at least 64K of niemtjry. 
**Although some controllers will completely deprotect the program they;*6re designed for, some will ttot and therefoi^e require theit corresponding 

issue of COMPUTIST to complete tlie deprotection prot;edure. 
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